FREE DEMOS: Command & Conquer ♦ Fantasy General ♦ Wing Commander IV 











yu m 




I (t 


c I i ft 


0 2 > 


J 




J 


J 


74470 


jilsJdJb ui Msttm lUj la? ^ujjjjs 


79436 


N&. 63 February 1996 


Fa con 


Interactive Magic 


takes flight 


k’flh 

V I \ ■ 








1I' 




mm 




Adventure ♦ Role Playing ♦ Simulation ♦ CD ROM 4 IBM PC 4 Mac 























































































































Lead mighty armies of fearless 

WARRIORS TO ULTIMATE VICTORY 
OVER YOUR ENEMIES! 


Command terrifying new 

CREATURES THAT CAN ATTACK YOUR 


ENEMIES FROM LAND, SEA, AND AIR 


Engage in battle upon icy, 

DWARVEN WASTELANDS, OR THE DARK 
MYSTERIOUS FOREST OF THE ELVES! 


PLAY 

Li 

IEA 

D® 


ENTERTAINMENT 


E-mail: blzzrdent@aol.com 
www.blizzard.com 


Reader Service No. 39 













HEAD-TO-HERO PLRY: 

Up to 16 players . 


EXPLORE, EXPLOIT 
RND CONQUER: 

Research, economics, 
espionage and diplomacy 


UNLIMITED UNIVERSE 
GENERATOR: 
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Develop everything from alien J 

species to entire star systems 


THE GALACTIC EMPIRE SIMULATOR 


YOU NEVER KNOW UJHRT YOU’LL FIND 


(^1996 Blizzard Entertainment. Windows is a registered trademark of the Microsoft Corporation. Macintosh is a registered trademark of Apple Computer, Inc. All rights reserved 





















Issue orders to your Rdmirals and 
receive reports as massive battles 
unfold in three-dimensional detail. 


Design, construct 

--and launch ships 

on missions of 
trade, espionage or mar. 


1996 for 
lacintosh 


Coming 

Window 


E-mail: sales@blizzard.com 
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Battles in Time 
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Furv 3 
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Microsoft 

Jetfighter 3 
Slideshow 
' Mission Studios 

America Online 

Tempest 2000 
Atari 

PI ay mates 
Into the Void 

& much, 

Destruction Derby much more 

Wipeout 
Sony 


Wing Commander IV 
BioForge Plus 
Origin 

Command & Conquer 

Screamer 

Virgin 

ffitfall 

Activision 

Steel Panthers 
Su-2?fFlanker> 
Fantasy. General % 


Fighter Duel 
Philips Media 


GEnie 
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Knight Moves 
Spectrum Hoh 

Lemmings 3D 


SimTo.wer 

Maxis 

I Have No Mouth 
and I Must Scream 
Cvherdreams 


Not everything is 

etcheM sIone 


And it is written that after 40 davs and 
40 nights, Moses finally came down from 
the mount with the Lord’s Ten 
Commandments. Written by the hand of 
the Lord, he bestowed the almighty’s 
tablets upon his people and said “Let 
live by these, the Lord’s Commandm 
And the people took these laws u 
bosom, whereupon they noticed 
Moses began to ascend the 
once more. An incredulous voice 
to him. 

“Moses, once more vou climb 
• * 

taintop after spending 40 days 
away from your family and pe< 
beseach vou, what reason have I 
leave of your people again? Is 
more for us to consider?” 

Wild-eved and driven, he tin 
his flock. A smile crossed his 
face. 

“Whv, of course there’s morl 
bring back the Strategy rius 
You didn’t think I could carry 
in one trip did you?” 

No need to climb anv mount! 
split any seas to reach this proi 
We’re handing the whole kit ‘n’ 
over to you with our blessings! 
take a stroll around the desert 
Fantasy General? Or, perhaps rial 
Into the Void might put the fear ol 
into you. Then again, Mission Studic 
Jetfighter 3 and Psygnosis Destructic 
Derby will put a few unleavened hairs^ 
your chest! 

Combine those with Virgin’s Command 1 
& Conquer, Atari’s Tempest 2000, 
Cvherdreams I Have No Mouth and I 

mr 

Must Scream, Sony’s Lemmings 3D and a 
‘host of hosts’ other demos and you can 
see whv the Fharoah banished the 
Strategy Plus team from Egypt. Work on 
the pyramids had grown to a halt! 

So, forget about needlessly spending 
what’s left of your paycheck downloading 
huge game demos. Oftentimes they’re cor¬ 
rupted long before you ever get to see the 
credits roll! Instead, relv on Pharoah and 
the gang at Strategy Plus to keep you 
abreast on the latest happenings in the 
software industry. 

Each and every month, you can expect 
to find the latest and greatest selection of 
fully tested game demos. In fact, many of 
the demos are interactive, allowing you to 
play the game over the course of several 
levels. If that weren’t enough though, we 
regularly include the most up-to-the-minute 
game patches, save games and yes, even 
custom designed scenarios for many of 
today’s most popular games. 

To install: Place the CD demo disk in 
your CD-ROM drive, switch to that drive, 
then type “SPLUS”. 
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We recommend that you first check the “read me”text files included within the subdi¬ 
rectory of each game. Each file contains the appropriate technical support hotline in case 
you do have a problem installing the game. We regret that Strategy Plus can not help you 
regarding any installation problems. Thanks and enjoy! 


Disclaimer: Upon installation of this CD-ROM, the user 
waives any and all liabilities, whether expressed or implied, 
against Strategy Plus Inc. or any of its affiliate operations. For 
your computer’s safety, we always recommend virus scanning 
all software before installation. 


Interested parties can obtain this issue’s CD-ROM disk by mailing 
a check or money order for $3 to cover shipping and handling to: Strategy Plus, Inc. PO. 
Box 21, Hancock, VT 05748. Please indicate which demo (indicate issue number) you 
are requesting. Sorry, no phone orders will be accepted. Defective CD’s will be 
replaced free of charge by mailing only the CD-ROM disk to the address above. 
Replacements and/or new orders require four to six weeks for delivery. 
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Sure, mere are cheaper PC. Mac. and 3D0 game con¬ 
trollers. But if you're ready to get serious, you need the high- 
quality. built-to-play-rough peripherals from CH Products. 
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Htor joystichs. throttles, flight yohes. rudder pedals, 
and other controllers are born in tbe USB. and made to 
take the heat of any battle, race or game you tbroiu 
their may. So put on your game face, get douin to your 
computer dealer and grab the game ' 
controllers made for serious players. * 

FlightStich Pro (PC Mac & 300] ' : l 

FlightSNch £ 

CH Pedals [PC 8 Mac'] \ c| 

Pro Pedals ; 

F-1B FighterStick [PC & Mac*] J1 

F-1G CombatStich V *** 

F-JB FlightStich 
M Throttle [PC & Mac*] 

CH Throttle 

Virtual Pilot Pro [PC & Mac*] r 

'Virtual Pilot 

Trachball Pro [PC & Mac] 

Jetstich [PC & Mac] 

Gamecard 3 Automatic 

'Coming soon. First Quarter 199G. 
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UPFRONT 

There’s more at the door 

First order of business: I’d like to welcome our regular writers Cynthia (Cindy) Yans and Scott Udell 
to our full-time staff here at Strategy Plus and over at Interactive Entertainment. Cindy and Scott will 
be our main contact folks for adventures/CRPGs and strategy/wargames respectively from here on out, 
as new Adventure and Strategy Associate Editors. Peter Smith has moved on up to the position of 
Managing Editor for Interactive Entertainment , but will still contribute regularly to the pages of our 
mag. Steve Bauman, continuing as our Managing Editor, will be taking on a more transcendental role 
at S+, with more time devoted to making sure our burgeoning enterprise runs like a well-oiled machine 
(of course he’ll still be writing, like all the rest of us; we’re totally hands on here). Steve B.'s adminis¬ 
trative talents and enthusiasm are sine qua non\ if you see us staying timely, focused, with the kinds of 
articles you’d like to read on the kinds of games you, as devoted gamers, like to play, chalk it up to 
Steve’s efforts at coordinating and managing the magazine’s day-to-day affairs. I remain, as always, 
your devoted servant, the Editor, focused primarily on sims, my main joy. ‘Nuff said. 

And now, the rest of it, the monthly burble: we’ve reached it - the techno-plateau. Yeah, there'll 
continue to be technological advances in graphics, sound, presentation, interface, etc. but for now, the 
pure “ooooh!” factor generated by being able to do 3-D graphics or full-motion video is gone. People 
expect this kind of stuff to be relatively transparent in the software they receive, and aren’t likely to be 
moved to ecstasies simply because it’s happening any more. Some day, yeah, when we have terabytes 
of storage and fast transfer techniques there’ll be the same kind of competition over video resolution 
and technical quality there is now around frame rates for 3-D-style entertainment software. But for 
now, that's definitely on the back burner. 

Which leaves us with... what? Is doing video in a game by definition doomed to failure? Obviously 
not - there are moments when even the worst passive, FMV designs are worth watching, at the very 
least. In some upcoming designs (some of which will have already shipped prior to your seeing this), 
the people in control of putting everything together have finally figured out that integrating video into 
the overall design, instead of making it the main feature, is a more appropriate thing to do. Expect 
video technology to shrink from the cinematic ambitions of the past few years to something more 
appropriately sized for the medium, as just one more component in the arsenal of what game designers 
can draw upon to tell a story, or simulate some phenomenon or historical situation, or create resource 
management or strategy games (or all of the above). 

Similarly, we can expect “3-D" to change from the main focus of the gameworld environment to 
one factor enabling other issues in a game’s design. The “wow" will no longer be just the fact that you 
can move freely, plausibly and realistically through a (more or less) three-dimensional world, but the 
fact that you can play a game which makes use of that kind of three-dimensional capability to perform 
other, more traditional tasks. 

The acting in FMV games has been cheesy not because the actors have necessarily been bad, nor 
only because the directing and scripting have been amateurish (though all have been the case one time 
or another); it’s been cheesy, I suspect, because no-one has yet envisioned a way to make the medium 
inevitable on its own terms, for the purpose of storytelling, or dramatization, or for the purpose of full- 
scale enactment of one sort or another (be it simulated, historical or whatever). As a personal example, 
there’s nothing intrinsically gripping about Star Trek: Voyager™ for me, though I enjoy the TV pro¬ 
gram. The character of the doctor, however, has saved the entire show for me because clearly the actor, 
director and the writers are all fully engaged with the fleshing out of this amusing persona - one which 
could only be conceived in the form he takes in the kind of situation ST:V creates for him. The doctor 
in ST: V, in other words, is charismatic because all those involved in his creation are making use of the 
nature of his unique situation for the development of his character (both fictionally and technically). 
Similarly, those moments in computer game cinematics which have proven gripping have been so 
because, suddenly, what the character is doing - in the kind of unique world s/he’s operating in in a 
computer game - makes absolute sense. The characterization and story are motivated by the circum¬ 
stances of the medium, in other words. That happens only rarely, but could certainly happen more, 
depending on whether the writers, directors and actors involved can change their approaches to the 
medium to suit it or not. 

Along the same lines, the interaction possible in 3-D games, simulations, strategy and wargames has 
so far been pretty limited primarily because the concentration - not due now to technological so much 
as imaginative limitations - has been primarily on the hardware and not enough on storytelling and 
dramatization. There's no reason, given the resources available these days for the development of a 
major software title, why we couldn’t have equally good gameplay and storytelling elements existing 
side by side in almost any genre of gaming so far conceived. There are ways to tell a story in a 
wargame. There are ways to dramatize the conflict in a conflict simulation (be it vehicle-based or not). 
There are ways to re-create history in a fashion that makes reference to more than the equipment and 
name personalities involved. There are ways to keep the core strengths of any 3-D action game and yet 
involve it in a story or evolving situation that’s as sophisticated as anything happening in any other 
visual arts medium. 

So I say, goodbye to adventure games; goodbye to simulations; goodbye to CRPGs; and goodbye to 
strategy and wargames. We’re at the point now where the technology’s in place to integrate any of the 
elements traditionally present in any of these genres to produce something totally new. If it’s done well, 
it’ll be humanly involving, it’ll be profoundly educational about any of the realities it touches upon, it 
will put the player not in front row centre but at the active and hands-on core of a sophisticated world, 
made up of real storytelling, gripping dramatization, fully-realized simulation of real-world phenomena 
or equipment, and, if so desired, with historical or social or economic facets that will take thought and 
analysis and understanding (and, dare we say it, even research!) to come to terms with. Now that 
sounds fun, - doesn't it?^ 

Steve Wartofsky, Editor 
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"Crusader: No Remorse plays great and looks even better. 
It's our game of the month. Game play — 5 stars." 


"Crusader's one of the best 
action games out there ..." 


"This is / without a doubt one of the best 
action-adventure titles of the year! — 93% 
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"I like t« vMck fte skin off 

unsuspecting Scu|n after I'oastinfl 
tke* wrth tke llV-t Violet f*ifle. 
I It'S nasty, I khOyi. t«t ~ it' s Hf 





Available through Electronic Arts® Direct Sales 

1.800.245.4525 


www.ea.co 


© 1995, ORIGIN Systems, Inc. Crusader: No Remorse is a trademark of ORIGIN Systems, Inc 
Origin and We create worlds are registered trademarks of ORIGIN Systems, Inc. 

Electronic Arts is a registered trademark of Electronic Arts. 
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FlightMaster™ 

Profile: 


• Nationally ranked 
flight-sim veteran 

• More than 2,000 
flight hours logged 

• Placed 2nd in 
Intercept’s National 
Head-to-Head 
Falcon Tourney 
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lered trademark oi Ocean Software Limited. Mped aw taetyMtf ty 
trademark of GIF Corporation. All other trademarks a M 
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the property of their respective holders. 
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The Nsas 

The 3D revolution 

Diamond ships the first 3D 


Blame it on CGA. The PC was a 
first class text-based machine until 
the arrival of the rudimentary four 
color graphics card called CGA. The 
evolution of the PC as a graphics- 
based computer has been slow and 
fraught with peril (Standards? We 
don’t need no stinkin’ standards). 

Diamond Multimedia has fired the 
first volley in the latest desktop 
graphic revolution for the PC - 3D 
graphics acceleration. Designed 
exclusively for gaming under 
Windows 95, the Edge 3D utilizes 
the Nvidea NV1 chipset to provide 
fast polygon rendering, quadratic 
texture mapping (perspective cor¬ 
rect), and special effects like diffused 
lighting, specular highlights, reflec¬ 
tion mapping and alpha blending for 
fog, smoke and transparency. These 
are many of the features found in the 
new high-end console systems like 
the PlayStation. 

The card is also a standard 
Windows 2D accelerator, with aver¬ 


age performance. But wait, there’s 
more. It’s also a sound card, offering 
digital sound and full wavetable 
MIDI, and has a digital gameport 
and a Sega Saturn port for Saturn 
peripherals. The card ships with 
Sega' s stunning Virtua Fighter 
Remix and Papyrus' NASCAR 
Racing. A version of Interplay's 
Descent is promised as well (you 
can mail in a card to receive it when 
it’s available). 

The PCI-based card is plug-and- 
play compatible, but as the included 
README file states, not all plug- 
and-play BIOS' are created equal. 

On our test machine we had to give 
the card an interrupt, which did not 
turn out to be a problem. Aside from 
this, the video part of the program 
installed seamlessly. Windows 95 
detected a new video card on startup 
and drivers were installed. 

Unfortunately, enabling sound was 
not as smooth. In theory. Window 95 
should have detected a “PCI multi- 


Escape to 
the Woods 

A virtual unknown a year 
ago, Sanctuary Woods is 
becoming a home for 
adventurers lost in a sea of 
mediocre interactive movies 

What happens when a producer of top- 
notch children’s games decides to try their 
hand at “real” games? In the case of 
Sanctuary Woods , the answer is something 
special. They’ve built a team of creative talent 
which has allowed them to produce their first 
batch of games in an incredibly short amount 
of time; the polish exhibited thus far has been 
nothing short of remarkable. 

In the last three years. Sanctuary Woods 
has seen their revenue grow from $500,000 to 
$6.2 million. In that time they’ve developed 
their own proprietary adventure game devel¬ 
opment environment, M4DS (a near-complete 
re-write of a system developed at MicroProse 
for its adventure game line a few years back). 
This software will allow Sanctuary Woods to 
develop titles considerably more quickly than 


other companies. The latest task their pro¬ 
grammers are working on is converting the 
engine from DOS to Windows 95 (their next 
title, Orion Burger, will likely ship with both 
DOS and Win95 versions on the same CD). 

If one thing became clear from spending a 
few days at the company’s Victoria, British 
Columbia-based studio it’s that first and fore¬ 
most they’re a group of hard-core gamers, 
with a firm grasp on what makes a quality 
game. One of the benefits of developing in 
Canada is its seemingly never-ending talent 
pool as, unlike in the US, the government 
supports the arts. This has allowed them to 
recruit some of the most talented artists and 
animators in gaming. 

With their latest title in the Predator series. 
Lion out the door as this issue went to press, 
we will not be seeing any new titles until 
early 1996, the first being the tasty Orion 
Burger. It’s a fast food adventure with a 
whacked-out premise and incredible hand- 
drawn cel animation. Next month you can 
read all about the making of this hilarious 
game, one that may inspire you to join the 
Planet Huggers and protest the harvesting of 
intelligent life in the universe for burgers 
(don’t ask, just wait until next month). 

Down the road in 1996, there will be a 
number of new adventures for all types of 
gamers. There will be a horror game with an 
in-house design and a script by professional 
writers, and Robert Ripley will return in 



Orion Burger 


another adventure designed by Riddle of 
Master Lu author Lee Sheldon (see his arti¬ 
cle “Stalking the Wild Gamestory,” on page 
24 for his insight into game design). 

While many companies are betting that a lot 
of live-action video and/or flashy graphics with 
less gameplay and more controversy will 
attract a bigger market to their product. 
Sanctuary Woods believes exactly the opposite. 
They’re banking that gamers really want better 
games, period, so they’re not resorting to cyni¬ 
cal ploys to attract attention to their products 
(note that their products are mostly devoid of 
violence, for instance). Of course, the design¬ 
ers are not forgetting those stunning visuals, or 
the use of cutting-edge video to augment a 
design. Even a cursory glance at Buried in 
Time or Riddle of Master Lu shows that 
Sanctuary Woods is meeting its goals - now 
it’s up to the market to discover them. 
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has arrived at last 

accelerator for the PC 


media adapter” but didn’t, requiring 
the card to be manually added via 
the “Add new hardware” control 
panel. After some minor tweaking, 
we had sound. Once up and running, 
the sound quality is superb, both for 
MIDI music and digital samples. 

While the Edge 3D works as 
advertised, the lack of Sound 
Blaster compatibility and mediocre 
DOS VGA performance makes this 
for Windows die-hards only. But a 
bigger problem with it is that the 
machine requirements for running 
3D software in Windows are just as 
ridiculous as those for DOS. 3D 
cards were going to save us from 
having to upgrade our CPU every 
year to play the latest and greatest 
games. The requirement for Virtua 
Fighter Remix is a Pentium 75, and 
16 MB of RAM is highly recom¬ 
mended. NASCAR Racing shows 
the same performance under 
Windows as it does in SVGA under 
DOS - that is, full detail is only pos¬ 


sible on the fastest machines. 

NASCAR you know about, but 
Virtua Fighter is a revelation. It 
makes FX Fighter and many other 
games that utilize 3D characters look 
downright primitive. It’s a perfect 
recreation of the arcade game, and 
the technology demonstrated could 
find its way into other types of 
games, from X-COM style strategy 
games to CRPGs. 

Unfortunately, what makes this a 
questionable purchase is the old 
chicken and egg problem. Without 
3D software it’s a decent video/sound 
card combo, but without a bunch of 
these boards out there there’s little 
reason for developers to support it 
(ask Matrox owners, who’ve had 
some 3D acceleration for a couple of 
years). Give them a year and see if all 
of the companies that have pledged 
support come through. 

Edge 3D 2200XL 
Diamond Multimedia 
408.325.7000 



Virtua Fighter Remix 



NASCAR Racing 


Sierra acquires Papyrus 

Indy Car developer latest to join the family 


In something of a surprise 
move, Sierra On-Line has acquired 
Papyrus Design Group , developer 
of the award-winning IndyCar 
Racing and NASCAR Racing 
simulations. To fund the latest pur¬ 
chase of a Massachusettes-based 
developer (Sierra purchased 
Boston-based Impressions during 
the summer). Sierra issued 1.4 
million shares of Co mm on Stock. 

Papyrus was a prime candidate 
for a merger of some sorts, as they 
are an extremely focused company 
with an incredible track record. 
NASCAR Racing has sold over 
350,000 units since its release in 
October of 1994. IndyCar Racing 
n was just released at press time 
by Papyrus' at that time current 
distributor, Virgin Interactive. 

The move puts Sierra at the top 
of another gaming genre, and 
would keep the Dynamix division 
from having to develop a 3D and 
phystics engine had they chosen to 





I__ J 

IndyCar Racing II 

enter the racing arena. The current 
plan is for Papyrus to start releas¬ 
ing titles under the Sierra name in 
1996, including additional racing 
games (NASCAR Racing II being 
the most likely candidate). They 
will, however, finish a product 
they’ve been co-developing with 
Electronic Arts , a Windows 95 con¬ 
version of the superb 3DO action 
racing game Road Rash. 








— SurtDog, Hanalei, HI 

supfdos@atoha.net 


FlightMaster 

Profile: 


• 11 years of flight 
sim experience 

• More than 3,500 
total flight hours 
logged on 25+ 
different sims 

• Designer of 
cockpit simulators 
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— Diehard, Harrisburg, PA 


aMp@aol.com 




FlightMaster« 

Profile: 

• 11 years real flight 
experience 

• Desert Storm 
combat duty 

• National director of 
Falcon 3.0 head- 
to-head network 
tournament 
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The future at Domark 

Mergers add technology and strength to their lineup 


In October of 1995, Domark 
merged with three companies, 

Eidos t Simis and Big Red Softwar, 
to form a holding group, called 
Eidos Pic. The financing and syner¬ 
gy generated may move Domark 
into the top rank of gaming compa¬ 
nies. The merger took four compa¬ 
nies, Domarky. It raised $10 million 
and upped the employee count to 
130 people. Each company brings 
special talents and technologies to 
the group. Domark contributes as a 
game developer and publisher, Simis 
provides a new, extremely powerful 
3D graphics engine. Big Red focus¬ 
es on producing original software. 
Eidos supplies a video compression 
product known as Eidos Software 
Code or “ESC” 

With all this talent and technolo¬ 
gy under one roof, we checked in 
with Domark' s top leadership to get 
a glimpse of the future. For the view 
from the head shed, we talked with 


Dominic Wheatley, co-founder of 
Domarky COO of Eidos Pic and 
CEO of Domark Software. To get on 
the six of future flight games, we 
quizzed Bryan Walker, head of the 
Flight Sim Development Team. For 
a look at the future visual splendor 
of their upcoming titles, we cor¬ 
nered Colin Boswell, Technical 
Director and specialist in graphics. 

Strategy Plus: What are the 
advantages to the merger? 
Do mini c Wheatley: A major advan¬ 
tage is the swapping of technology. 
Simis has this wonderful 3D engine. 
We have Terradde r unnin g on the 
engine using the Rendition 3D card; 
it looks quite stunning. The engine 
can be used by any team in the 
group. Similarly, Eidos has the data 
compression system, ESC, which 
makes amazing improvements in the 
graphics of our games. Big Red 
Software is excellent at making 


The last of the independents 

With merger mania sweeping the industry, Sir-tech flies solo 


With the cost of games escalating into the 
millions (with Wing Commander IV setting a 
dangerous precedent), many of the smaller 
developers are joining forces with the big pub¬ 
lishers to increase their market presence and/or 
their budgets (see Sierra buys Papyrus else¬ 
where). Others do it to gain access to better art 
and film departments. 

Sir-tech has forgone that particular route, 
opting instead to be one of the few independent 
players in an increasingly corporate-dominated 
industry. They’re one of the veterans of the 
industry, having produced a little title called 
Wizardry - Proving Grounds of the Mad 
Overlord back in 1981. They’ve never recov¬ 
ered from that initial success. It’s haunted them 
all the way through the award winning 
Wizardry 7 - Crusaders of the Dark Savant. 
In between, they’ve had success with their 
other role-playing series, the Realms of 
Arkania. They also scored a critical hit with 
the genre-busting Jagged Alliance, a strategy 
game which built on their role-playing skills. 

What’s in their future? A couple of days 
spent at their Ogdensburg, New York office 
revealed a company still committed to deliver¬ 
ing serious gaming experiences gamers them¬ 
selves can shape. As Robert Sirotek, head of 
Sir-tech, said in a letter to the gaming commu¬ 
nity, “We are grateful for your input and, as 
always, take your comments very seriously... 
After all, it’s those same comments throughout 


our 14 years that have helped us to create the 
legend Wizardry has become.” 

Down the road in 1996 and beyond. Sir- 
tech has a number of new products. Early in 
the year you’ll see the latest and great Realms 
of Arkania game, Shadows Over Riva. Each 
release has seen an incremental increase in 
both gameplay and technology; this latest 
installment is no exception. Previous games 
have had a tile-based 3D movement engine. 
Now it’s true 3D, including the objects that 
populate the areas. The engine allows you to 
look up and down and the terrain has hills, 
valleys, water and buildings for the player to 
explore. A detailed plot and an improved com¬ 
bat system round out the highlights. 

Also on the way is Wizardry Gold, a 
revamping of Crusaders of the Dark Savant 
for Windows 95, 3.1, and NT and the 
Macintosh. It’s not just a straight port of that 
title. The graphics have been redone in high- 
resolution SVGA, the music and sound have 
been improved, a hint guide will be available 
on-line, and the Windows version will have 
wallpaper, icons and sound effects for that 
Wizardry desktop. 

Another Wizardry spin-off for ‘96 will be 
Nemesis - A Wizardry Adventure, a single¬ 
character first-person role-playing adventure. 
Like the just-released Druid, Nemesis will 
serve as an introduction to the more hard-core 
role-playing found in Riva or Wizardry. The 



Nemesis: A Wizardry Adventure 


principle design is being handled by Jagged 
Alliance co-designer Linda Currie. We’ll have 
more on this title next month. Also in ‘96 we’ll 
be seeing two Jagged Alliance products, the 
first being the Head-to-Head network and 
modem version, and later Jagged Alliance 
Gold, which will be a Windows 95 product. 

You’ll have to wait for the big one. 

Wizardry 8 will not be released until the first 
quarter of 1998. The design is being fleshed out 
as we write; Sir-tech is ramping up on all of the 
latest and greatest technology to bring it to life. 
But they will be careful not to compromise on 
the essence of what a Wizardry game is, and 
what continues to make the series huge (espe¬ 
cially in Japan, where they have songs, videos, 
movies, and all sorts of odd Wizardry para¬ 
phernalia). 

With nary an interactive movie in their 
development cycle, Sir-tech continues to 
emphasize in-depth gameplay and design, cer¬ 
tainly a refreshing change of pace from the 
technology-driven beast the industry has 
become. Someone’s gotta do it; it’s no surprise 
it’s an independent. 
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games. So the games people and the 
technology people are all thriving 
together, sharing ownership of the 
company and all on the same play¬ 
ing field. 

The best thing about the merger, 
though, is what it will do for 
gamers. Domark , with $10 million 
behind it, can acquire new titles, 
even better engines and market 
them more effectively. We now have 
a Simulation line with both sci-fi 
and flight sims, as well as an 
Action/Adventure line. The results 
of these vastly expanded develop¬ 
ment efforts are great new games 
such as Total Mayhem (working 
title), Deathtrap Dungeon, 
Terracide, Flying Night-mares 2 
and AH-64 Apache. These games 
will provide fun and excitement to 
our customers while “pushing the 
envelope” in graphics. 

What will this new ESC video com¬ 
pression do for Domark games? 
Colin Boswell: What it will do is 
give full screen video with really 
high quality graphics at an excellent 
frame rate. We can now do better 
video using software than most peo¬ 
ple can manage in hardware. It’ll be 
cheaper for the consumer, too. You 
won’t need to add a hardware card. 
The average machine will run much 
more complex video quite well. It’ll 
work for online games too, although 
noisy phone lines and different speed 
modems complicate things on anoth¬ 
er order of magnitude entirely. We’re 
working on that at the moment. So, 
we’ll have much more realistic video 
and produce a much higher quality 
game because of ESC. 

What are the new goals for the 
Flight Sim Team? 

Bryan Walker: Simply to present 
games that people can believe; we 
want to take involvement up to the 
next level. We now have the graph¬ 
ics engine, flight modeling and 
everything else we need to stand 
with the major companies. We want 
to add the personal level of appeal, 
to convince the player that “yes, I 
am a Harrier pilot.” We’ll do it by 
providing the small nuances that 
people who have never been in the 
military will appreciate and relate 
to. We call it a “living environment.” 
It reacts to your “cause” by generat¬ 
ing realistic “effects.” For example, 
shoot a bad guy and you’ll be able 
to fly over the wreckage the next 
day; take out a bridge and you’ll 
have to deal with engineers trying to 
rebuild it. Those are the kinds of 
things which get people to believe 
and say, “yeah, this is real, I’m in a 
world.” 
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What effect will the 3D Graphics 
Accelerator Cards have at 
Domarkl Which cards should we 
gamers be considering? 

BW: We are looking forward to 
showing the public what we can do 
with a 3D graphics card. These are 
the most revolutionary things to ever 
hit the PC for games. They take so 
much load off the machine. You’re 
basically looking at twice the detail, 
20,000 times the colors and twice 
the frame rate, all in the same game, 
same machine. The only difference 
is the graphics card. Our new 
engines running on the 3D cards 
have to be seen to be believed; they 
make the games incredibly realistic! 
CB: We feel that we’re in the van¬ 
guard of publishers working in 3D 
graphics. Unfortunately, every chip 
seems to have its advantages and 
disadvantages; I don’t think there is 
one chip that will be all things to all 
people. I suspect that may never 
happen. It’s a very crowded market¬ 
place and it may take time for a 
clear leader to emerge. 

What’s the status of Confirmed 
Kill? 

BW: We’ve reached an agreement in 
principle with an online service to 
offer it. It will be considerably less 
expensive than what people are used 
to paying. After our experience with 
ICI’s environment and after playing 
Air Warrior for years, we’ve decid¬ 
ed that formula does not work. So, 
we’re doing a complete reformat of 
the game. 

It’ll have a fast play set up with 
scenarios, individual missions and 
duels. It will pack maximum action 
into the minimum time. Confirmed 
Kill will have total realism for those 
who want it and the complete lack 
of realism for those who don’t. It’ll 
be a point and click interface, offer¬ 
ing 24-36 elaborate scenarios, all 
starting within sight of the enemy. 
Up to 48 players can join in a sce¬ 
nario, fight the fight, sort out who 
won and try it again. Players can 
also move on to one of the other 
scenarios or set up a free form dog¬ 
fight. They’ll get instant feedback; 
they can check their score, their 
number of hits, how much damage 
they did, how they stack up against 
other people on line. The biggest 
thing is to just let people have as 
much fun as they want. 

Here’s what’s coming from 
Domark: 

Big Red Racing: PC multiplayer 
racing game with a twist. Split 
screen 2 player modem competition 
with 12 vehicles, 18 tracks and 6 
terrain types. Six player IPX net¬ 


work linking as well. Supports sev¬ 
eral virtual headsets. Your backhoe 
against my lunar buggy on Mars. 
Total Mayhem (working title): An 
early Spring PC release. Futuristic 
fight against mechanoids with 3D 
combat. Multiple terrain, 65 differ¬ 
ent enemies, 10 weapons and the 
ability to control 6 fighters at once. 
Head to head via modem and 4 
player via Win95 networks. 
Terracide: Renegade, self-replicat- 
ing robot sets out to destroy all 
organic life and Earth picks you to 
save her. PC space combat strategy 
game that also features air to air 
and hand to hand combat using 16- 
bit 65,000 color 3D game engine. 
Specifically designed for the next 
generation 3D graphics cards, 
Terracide will showcase Domark’s 
graphics and Artificial Intelligence 
technology this Spring. 

Deathtrap Dungeon: The first in a 
new PC line of Domark Fighting 
Fantasy 3D adventure games. 

Based on the dungeon adventure 
gamebooks created by Ian 
Livingston, Chairman of Eidos Pic. 
Face the evil Baron Sukumvit in a 
dungeon labyrinth, furiously killing 
monsters and dodging traps. 
Strategy and role-playing elements 
offer more than combat. Spring of 
‘96 release. 

Flying Nightmares 2, a modem 
flight sim and strategy wargame for 
the PC and MAC follows in the 
Fall of ‘96. AH-64A Apache will 
arrive about the same time. More 
on those later. 



Beautiful shading and detail on a 
Terracide ship 



A monster’s eye view of the 
wrong side of the sword in 
Deathtrap Dungeon 



Mechanoid Total Mayhem: Control 
6 Freedom Fighters and wreak 
havoc on the merciless mechs of 
the IRC overlords 
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FlightMaster™ 

Profile: 


• Air force vet with 
15 years of real 
flight experience 

• Combat flight-sim 
credentials of 13 
years and more 
than 1,000 hours 

• Degree in aerospace 
engineering 
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Above: Capture the moment 

Below: Alright, so this is just the prefs screen - 
puts you in the mood, at least, eh? 


by Steve Wartofsky 




W here do you go after the suc¬ 
cess of an Apache? Digital 
Integration and Interactive 
Magic both feel secure enough 
about the quality of the tech¬ 
nology they’re developing to scale the ulti¬ 
mate peak of air combat simulation design. 
Their next project is nothing less than a 
simulation of the F-1 6 . F-16 Fighting 
Falcon goes where both no-one and every¬ 
one has gone before; no-one’s yet come up 
with the accurate, full-scaled F-16 combat 
sim. Seems like almost everyone’s tried. 

Why the F-16? Simply put, it remains - 
almost twenty years later - the ultimate 
multirole fighter in the world’s arsenal. Its 
balance of capability (air-air and air- 
ground, attack and defense, close-in and 
long-range), performance (nothing outma- 
neuvers it) and economy (it’s one of the 
cheaper aircraft to both produce and 
maintain) is almost perfect. More advanced 
technologies have arrived since the F-16’s 
inception, but nothing in actual design to 
compete with the overall strengths of this 
plane has yet been conceived or produced. 
Other, more specialized aircraft have since 
been conceptualized and manufactured, 
but none have achieved the range of abili¬ 
ties of the F-16. 

That’s a serious challenge for a simulation 
designer, PC-based or no; it means you have 
to work on a model which can handle 
everything from close-in, guns-only air-air 


combat to long-range, advanced electro- 
optically-controlled night-time bombing 
runs. It means you have to produce flight 
dynamics which will give the player some 
feel for the incredible combination of speed, 
power and maneuverability that is the F-16. 
It’s gotta feel like nothing else out there. It’s 
gotta feel precise, and fast. 

The challenge of trying to take on the 
entirety of the F-16’s mission capabilities 
also means the modeling of a vast array of 
weapons and situations. Which means con¬ 
structing some of the most complex mis¬ 
sion scenarios, too - the F-16, to demon¬ 
strate its real capabilities, is not a plane to 
put up against a few SA-7s (even if you make 
them near-impossible to avoid, as was the 
case with Falcon 3.0); it’s a plane to pit 
against the best air and ground defenses the 
world has to offer. 

Who could do all that, and do it well? 
How about Digital Integration and Interactive 
Magid The Dl guys are more than just game 
and simulation designers; in an industry 
showcasing an incredible variety of talent 
these days, Rod Swift and David Marshall 
stand out as real artists in their genre of 
choice. They know everything about how to 
put together a PC-based simulation, com¬ 
bining both realism and playability without 
making major concessions on either side of 
that difficult equation. Apache proved that. 
And the team has had the good fortune of 
pairing up with Interactive Magic , a company 


Photographs courtesy of Lockheed Martin 
All screenshots are preliminary artwork 
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that itself is unusual in the industry these 
days, in that it’s committed to real fun for 
serious gamers, without all the excess tech¬ 
no-fluff everyone else is churning out to 
stuff up a 650MB CD-ROM. 

Getting Gown to business 

But don’t just take our word for it, think 
about Apache and then take a look at 
where Dl and 1-Magic are going with that 
system. Yes, we’ll have the range of training, 
single, two- and multi-player (network only) 
mission structure we saw before, but now 
with both campaign and command systems 
that expand on what is available in the 
chopper sim. The Campaign will be struc¬ 
tured dynamically, so that the player’s suc¬ 
cesses and failures across a series of differ¬ 
ent missions will aggregate over time to 
lead to eventual success or failure in the 
overall campaign. Campaigns will be very 
replayable, since the number of possible 
routes through same is extremely variable. 
The Command approach will feature a 
multi-mission scenario, where each scenario 
is linked to the next. You’ll start the next 
mission with the circumstances the success 
or failure of your previous mission generat¬ 
ed, and thus have a real sense you’re con¬ 
structing your own gameworld as you pro¬ 
ceed. Both Campaign and Command will be 
available in all the included theatres (the 
Gulf, India/Pakistan border and Europe are 
the three planned so far), making for an epic 
range of gameworld options to work with. 

With Apache, your technical role is pri¬ 
marily to provide tactical support to forces 
on the ground and in the air - under such 
circumstances, controlling the details of 
your mission planning aren’t critical the way 
they are when you’re in command of a 
multi-role fighter like the F-16. Dl has taken 


that tactical difference into account and has 
decided to provide a full-scale, detailed mis¬ 
sion planner, which will botl 
ing missions to editing and allow complete 
construction of new missions by the player. 
A truly advanced option in this kind of sim¬ 
ulation, Dill-Magics mission planner will 
allow the player to control both waypoint 
locations and timings, and tf 
ing necessary to construct 
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sions. Even transport and supply can be 
managed with this system, to move both 
munitions and fuel between bases on the 
ground. In your command role, you’ll thus 
be taking over the whole field of operations 
in a way you never could with 

What types of missions will 
able to look forward to? Oh, only every¬ 
thing the F-16 can do - batt 
search and destroy, search and rescue, 
recon, anti-ship and anti-sub, sea-borne raid 
or invasion, tactical support (of course), air- 
air combat with both fixed and rotary wing 
aircraft, point attack of ground targets, and 
escort. Almost 50 different mission types in 
total will be available, and will be supple¬ 
mented - the gods of the Mysteries of 
Modem and Network Play Technology will¬ 
ing - by the one-on-one or wingman/leader 
mission types in modem mode, and one-on- 
one, team death match and “capture the 
flag” mission types in up-to-sixteen-player 
network mode. None of this is written in 
stone, of course, and will change as the 
team focuses its priorities on what works 
best. We’re sure, though, that the majority 
of the above plans will come to fruition. 

The graphics and sound technology for 
F-16 Fighting Falcon continues to be 
very much oriented around accessibility and 
enjoyment for the widest possible variety of 
players and equipment. As of this writing 


me challenge ot trying to take 
on the entirety ot the F-I6’s 
mission capabilities also 
means the modeling ola vast 
array el weapons and situa¬ 
tions. Which means construct¬ 
ing some oithe most complex 
mission scenarios,too...’ 
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Top: I want this one blown up for my wall! 


Middle: The F-16 ; the world s best multirole lighter 


Bottom: Hot a good time to go afterburner 
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Burning rubber takes on new meaning in an F-16 



The F-16 

Primary Function: Multi-role fighter 
Builder: General Dynamics Corporation 
Power Plant: F-16A/B: one Pratt & 
Whitney FI00-PW-200 turbofan 
engine with afterburner; F-16 C/D: 
one P&W F100-PW-200/220 or GE 
FI I0-GE-I00 turbofan engine with 
afterburner 

Thrust: F-16A/B, 24,000 lbs; 

F-16C/D, 27,000 lbs 
Length: 49 feet, 5 inches 
Height: 16 feet 
Wingspan: 32 feet, 8 inches 
Speed: l,500mph 
(Mach 2 at sea level) 

Ceiling: above 50,000 feet 
Maximum Takeoff Weight: 

37,500 lbs 

Range: More than 2,000 miles 
ferry range 

Armament: One M-6IAI 20mm 
multibarrel cannon with 500 rounds; 
external stations can carry up to six 
AIM-9 infrared missiles, conventional 
air-air and air-surface munitions and 
electronic countermeasure pods 
Date Deployed: January 1979 


there are hopes that some kinds of terrain 
and object texture-mapping will be imple¬ 
mented, for those whose systems can han¬ 
dle it (it’ll be a selectable option, fortunate¬ 
ly), but certainly not at the expense of the 
overall look of the simulation for the rest of 
us. Both 320x200 and 640x480 “SVGA” 
graphics modes will be on offer, with the 
full, realistic and accurate cockpit instru¬ 
ment implementation Dl has become famous 
for. Seems to us the best use of SVGA gen¬ 
erally these days has been to allow much 
more precise cockpit instrumentation - it’s 
likely Dl/I-Magic will go to town along such 


lines with the F-16’s multi-MFD setup. A full 
suite of both sound effects and radio chatter 
is also planned, including wingman, air traffic 
and forward air controller participation in 
the working-out of a mission. 

One of the most extensively-planned 
portions of the design is, curiously enough, 
the weapons options for F-16 Fighting 
Falcon. Dl have quite literally taken into 
account every possible weapons and 
day/night instrument and defensive system 
loading the F-16 can handle, and expanded 
that even further to an international scale. 
Veterans of previous F-16 sims will there- 
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another cowboy titles off into the setting sun 



fore have to learn some new, European 
weapons systems along with the classic 
AIM-9Ls and AGM-65Gs of yore. The ALQ- 
131 ECM Pod, the LANTIRN and the 
ATARS will also all be available for installa¬ 
tion or not, making configuration of planes 
for the mission one of the major tasks to 
consider prior to departure. 

It’s nearly impossible to imagine anyone 
coming up with a more comprehensive F- 
16 simulation than the one Dl and 1-Magic 
have planned for us; and, given the legacy 
of Apache, we’re sure this will be one of 
the most accurat e-feeling as well as accu¬ 


rate-performing modern-day air combat 
sims to show. As with Apache, you’ll find 
yourself well-wrapped in a completely 
conceived set of situations, with fully-real¬ 
ized modeling and systems to work with, 
all of which will perform plausibly. What 
more could anyone ask for? F-16 
Fighting Falcon will undoubtedly rede¬ 
fine the genre yet again, and give hot- 
blooded air combat enthusiasts an 
unbeatable combination to play with - 
which is as it should be, for any sim 
attempting to measure up to the real- 
world F-16 it’s representing.# 


W ho is Digital Integration ? It’s Rod Swift, 
who’s done no less than worked on the 
science and technology behind the develop¬ 
ment of real-world UK implementations of 
MIL-STD avionics data buses and digital air¬ 
borne computers, prior to his 12-year career 
as a flight sim designer along with his long¬ 
term cohort, Dave Marshall. Marshall himself 
has had a career as well in the world of real 
fighter aircraft systems design prior to his 
committment to PC-based simulation, and 
has participated in projects at Hawker 
Siddeley, Boscombe Down, Westland 
Helicopters and Farnborough. He also has 
flight experience with both fixed- and rotary¬ 
wing military aircraft. 

If left to their own devices these guys 
would probably bring a Lynx (chopper) cock¬ 
pit directly to your PC without concern for 
playability; Interactive Magic has thus had the 
important role of keeping Dl focused on the 
fun alongside the simulation (we exaggerate 
slightly, of course - D/’s been making games 
for 12 years!). 1-Magic' s been directly involved 
in the day-to-day progress of D/’s work since 
the two companies teamed up. While the 
CEOs of other, bigger software corporations 
are off holding meetings, Bill Stealey’s busy 
testing out and evaluating the work he sees 
coming in. Everyone else at 1-Magic plays a 
similar role, and stays actively involved in the 
work as it progresses. They’re all very excit¬ 
ed about D/’s next sim. 



What you fear, you will covet. 
What you loathe, you will worship 
What you ravage, you will rule. 
What you are, you will abandon. 


The first net-capable, intergalactic, PC CD-ROM game of ultimate strategy. 
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S ince many people are banking on the existence of an elu¬ 
sive and fickle mass market for PC gaming, certain truths 
have become self-evident. First-off, no one really claims 
to actually like interactive movies, but they sure move a lot of 
units. Second, driving games are really popular. Why is this? 
While the first point leaves us scratching our heads, the second 
one is easier to address. It’s something that everyone can relate 
to. Most of the masses find war and strategy games too abstract 
(hexes?), adventure games too frustrating (I use what where?), 1 
role-playing games too weird (ores?) and flight simulators too 
complicated (I have to press what?). i 

Most people can walk up to a driving simu- ' 

lation and immediately feel comfortable. 

Driving with a joystick may be an ^ v 

acquired skill, but the whole concept of A 
accelerating, braking, and turning is 
familiar enough for almost everyone to 
grasp. This is why the racing game has 

been a favorite on all platforms ,r. 

throughout the history of home gaming. 

Only recently have machines become ™ 

powerful enough to deliver an experience XTTTn, V-s'Vii 11 ' ^ 
that moves beyond Pole Position. In fact, noon - £ T; 

today’s simulations and arcade racing games '' ! e 

are showcases for some of the best graphics, ~ “l-Wir 

sound, and playability in all of gaming. pfTTffTffTOflB 
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nany 

went back to Indy after 
their initial enthusiasm 
over World Circuit 


_j\ 
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IndyCar Racing II 
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tracks. The FI circuits are 
famous for being unique, and 
World Circuit was able to 
capture their character, right 

legendary FI 

e who had grown 

tired of driving around in circles in Indy 500 decided 
that this was all they’d need. 

apyrus returned with IndyCar Racing, 
which turned the racing community on its collective 
helmet. With some of the best graphics seen in any 
simulation, physics that were 
uncannily accurate, and 
controls that once again 
defined the genre, 
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It’s easy to pick the one game that signaled a turning point in the 
racing genre, the one that showed what the future held (the 
Falcon of racing simulations, so to speak). Released back in 1989, 

Papyrus' Indianapolis 500 was the most thorough and realistic r“ 
driving and racing simulation ever released for any machine, and 
it served as a benchmark for all simulations to follow. How many 
players can vividly remember firing it up for the first 
time? You probably jumped into the practice 
mode and hammered the throttle in the 
pits, cranking the wheel to the right to ; , h: 
get out on the track. And you prompt- Jk 
ly spun out. It probably took you 

hours, or possibly weeks, to drive j "— ~ ~ 

consistent laps. Many people proba¬ 
bly gave up before mastering Indy 
500, but if they did they really 
missed out on a special program. To 

this day, despite it’s terrible (state of f 9 xiooorpm 

the art at the time) graphics, it * ■ Q Q ■ H 

remains eminently playable, and the car 
model is still nearly perfect. 

A number of other games were released after 
Indy 500 that failed miserably to make any sort of 
impact. You had another Test Drive and Grand Prix 
Unlimited, a couple of stock car simulations such as Bill 
Elliot’s NASCAR Challenge and Days of Thunder (both 
had decent graphics at the time but lousy car models), and 
Electronic Arts's own Indy follow-up, the lousy Mario Andretti 
Racing. None of them came close to Indy 500. 
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Grand Prix II 


apyrus 

upped the ante a year 

w and 

this month, Papyrus will be deliver¬ 
ing IndyCar Racing II (previewed 
the December issue), which brings 
graphics of NASCAR and 
to Papyrus' forthcoming on-line ser¬ 
vice to the party. 

It will have competition in early 1996 in the form of 
Spectrum HoloByte's sequel to World Circuit, 

Grand Prix II. It too will feature high-resolution graphics 
id even more detail and texturing while retaining much 
of the outright playability that the previous version had. 
The alpha version of the game shows the graphic 
improvements but feels like the same old handling 
engine underneath. It’s certainly easier to drive than 
IndyCar, and the cars feel downright tossable in the 
turns. The game will feature 16 tracks, weather (the rain 
effect was particuarly impressive in the prequel), driving 
aids, multiple levels of opponent ability (with much 
improved driver Al), and full pitching and rolling (cars tilt and 
spin when they hit the curbing - a spectacular looking effect). 




Until World Circuit, that is. When MicroProse released Geoff 
Crammond’s Formula One simulation it was an immediate hit, 
and many racers finally wiped Indy 500 off of their hard drives. 
World Circuit was easier to play than Indy and had the 
advantage of covering the entire FI circus (and its superb 
tracks), but lacked a certain something when it came to the 


Back in the dark ages, there were a number 
of driving games that were inspired 
more by Pole Position than 
reality. The most popular 
race games had to be 
Accolade's series of 
Test Drive games, 
though they were 
more popular for 
l the cars they 
k made pretenses 
^toward simulat- 
^ing then their 
i actual gameplay. 


Stunts 
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Old arcade racing games 
don’t age particularly® 
^ well because their* 

draw has 


designed by Dimensions i 
published by Sony 


platform 


\ always been visual B 
and/or aural. AB 
new generation of 1 
BMBj arcade game, besti 
^ if embodied by the 
arcade game: 
gjHy Virtua Racing, 

Ridge Racer 

Daytona, has A 

some simulation in 
those lurid slides 
that there’s at least |f~ 
some physics going on under the hood. As I 
such, they stand a chance of aging better than B " 
something like Stunts. 

In fact, a modern version of Stunts would B 
have to be Interplay s upcoming super stunt fest 
Whiplash (previewed last month). MicroProse has 

an entry called Virtual 
Karts, and just released 
are Virgin's nearly per 

dfW| e feet Screamer and Sony's stag- 

' g e r i n g I y entertaining 

^Destruction Derby Down 

1 * 4 D -the road don’t be surprised 
^ y to see PC versions of Ridge 

j Racer and Daytona, as the 
• BBfcg VjQt line between the console and 

blurs even more. Electronic 

D Jr Arts' The Need for Speed is 

currently sitting on a number of 
top 10 sales charts, and finally, what 
Need for Speed I about all of the fantasy racing games such 

as Bullfrogs Hi-Octance, Sony's WipeOut and I 
Spectrum's upcoming Ram Racer? I 

All of which points to a rosey future for the computer racing I 
enthusiast. With 3D cards coming to the forefront (see fl 
the review of the Diamond Edge 3D and NASCAR 
for Windows 95 in the news) and PCs getting fester /£. 
and fester, graphic realism won’t be the problem. ——JES* 

It will once again boil down to the intangibles, like 
track design and physics. Which brings us to this kl M 
final thought: wouldn’t it be spectacular if some- flffo B|r 
one like id or Looking Class threw their talent into -JL 

a racing game like they did with Flight B 


Whiplash 


Destruction Derby 


designed bv Graffiti ^ 
published by Virgin 


Screamer 


indeed 


Virtual Karts 


j ja ffleftca.r screamer to 
■King game has come c 


There is something incredibly gratifying about running into other cars (ohBBHDI 
c’mon, you've turned on invincible mode in IndyCar or NASCAR and^^^^H 
driven the wrong way... admit it). Destruction Derby, Sony's conversion B^H| 
of one of their benchmark PlayStation titles, is flat out the current king of^^^B 
all PC arcade racing games. It’s shallow as hell, but what it lacks in depth^^^B 
it more than compensates for with incredible playability. ^^B 

Why is Destruction Derby so good? Part of it is dueB^B 
- to the crashing bit, but what really separates it from the 

C D- \ pack is that it has a superb physics modeling of both^B 
' ^ \ the car anc j the crashes. Your car just feels right, 

y and as a race wears on and you take more and^B 

k more damage the handling begins to suffer. Dents B 
appear, smoke billows (and it’s transparent, for al 
^ | ^ particularly cool effect) and your steering goes toB 

& hell. Crashes are amazing. You really feel the hits as B 
r Mfcjnrp * cars r ' coc ^ et of you in various directions. You’ll® 

duck, you’ll swerve, you’ll go “oooh,” crowds will I 
AbBMI form arour| d y° ur desk to watch (and go “ooh”), and! 

your neck will be sore for hours after playing. I 

SL L There are multiple modes of play, from destruction races] 

[JB (where you get points for doing damage) to straight races (points 
■| for winning). The most fun in the game can be found in the destruc- 

Bh* tion derby. It takes place in a circular ring, and it’s absolute carnage and 
wiM chaos. 

i® m i M* J 

MHH The graphics are stunning, the sounds superbly crunchy, and the con- 

ijlH trols perfect. Negatives? The tracks are too narrow, there’s not enough of 
WHl them, the cars lack variety and the first-person view doesn’t accurately 
■Kyi show front end damage. 

Btfl Criticism is futile. This game rules. £ 


N|m|B(H Virgin's Screamer is a surprise, coming from the developer of the less- 

than-stellar Iron Assault, Graffiti. This is one gorgeous game, with a bla- 
MmmmH zlingly fest 3D engine and detail previously seen only on high-end arcade 

games like Ridge Racer (its true 3D is superior to Need for Speed’s 
BBS&D feke 3D). The problem is with the details of the design - the game puts! 

forth a pretty face but has little in the way of brains. 1 

Which doesn’t completely ruin the game. Far from it, ini 
, feet, as many hours of entertainment can be had here. I 
j s® ' t a The game starts with three tracks, and as you win m 

more tracks will become available. The tracks are® 
stunning looking, with moving objects in the back-« 
Di / ✓ A grounds (from carnivals to airplanes). Sound is Ml 

^ * stereo cued, so you hear cars (and the before- BB 

mentioned background objects) on the sideBB 
rFtef-'that t hey appear. ^^B 

^ u The game has problems with the carBBB 

model, as the cars tend toward uncontrollable BBH 
'W oversteer at the merest hint of braking. An 

•?B understeering car would be much easier to get a B^^B 

If grip on (P la X t ^ l ' s s *de-to-side with Need for Speed^^^^H 

J ^ and you’ll know what I mean here). One interesting 

' that this game shares with Ridge Racer is that downshifting lowers A|£3Bj 
your speed without inflicting the sort of handling penalty braking does 
(since the car is unbreakable, downshifting should just cause your engine B||BflB| 
to overrev, forcing you to still brake). J H BB 

Screamer turns out to be one arcade game that could have MfjjjBWB 
used a little bit more simulation. As it stands it’s quite enjoyable, 
k but it could have been a world beater with a little more 
B attention to detail. ^ 

B —steve bauman 
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What is it? 

fter his stint as Secretary of State, Henry Kissinger went to 
Israel to run a zoo. A reporter found out about this unusual 
career move, and went to see what was what. Arriving at the 
zoo he was startled to discover a cage containing a lion and lamb lying 
peacefully side by side. “Dr. Kissinger!” he exclaimed. “This is fantastic! 
Since biblical times men have tried to get the lion and lamb to lie 
down together. How can you have succeeded after so many over the 
centuries have failed?”To which Kissinger is said to have replied, 
“Every day a new lamb.” 

The Gamestory is a new creature born of the union between the 
lion and the lamb. The lion is interactivity. The lamb is story. Amongst 
all species the Gamestory is uniquely frail, and can only exist in captiv¬ 
ity. Inside the computer. If one accepts the premise that story has a 
place in computer games, and more people seem to be doing that 
these days, we need to explore how to feed the lion without sacrific¬ 
ing the lamb, or the Gamestory will never even be born. 

What is its natural habitat? 

These days there is a trend toward simpler adventure games. The 
thinking behind this is that it makes the games more accessible to the 
mass market, that amorphous holy grail that promises, not life ever¬ 
lasting, but new gamers unending. 

The Gamestory can not survive in an environment where interactiv¬ 
ity has been clear-cut to a few withered stumps. It should thrive on 
player input. Making games shorter and simpler is certainly one of the 
easiest solutions I’ve ever heard for broadening a market base. Let’s 
give them less! But all the evidence I’ve seen regarding what the con- 


the power of storytelling. The story is the single thread that is woven 
through the entire fabric of what entertains us. The appreciation of a 
good story is not a gift granted to another species on this planet. It is 
reserved for Homo Sapiens alone. 

The technology and manpower necessary to produce wonderful- 
looking computer games is available to whoever has the bucks to buy 



Create characters the player 
will want to spend time with 


Ripley looks hurt after Dr. Twelvetrees puts him down 

it, just as it is for the film producer. And just as most movies have a 
certain base level of polish to them, so can computer games. 

What then distinguishes a good game from all the rest? One way to 
do so is with story. Even the young Gamestories we are seeing these 
days will flourish, if properly reared. 




Ripley stares at Tomb Chamber 


sumer demands from entertainment suggests there is something more 
fundamental, more primal, but more difficult to achieve, that is needed. 

The Gamestory has a noble pedigree. Since tales of great hunts and 
hunters were told to awestruck listeners huddled around the protect¬ 
ing fire, consumers from cavefolk to moviegoers have been drawn to 


Care and feeding of the gamestory 

For a healthy Gamestory, start with a nutritious premise. That premise 
needs to take into account the medium for which it is intended. The 
Gamestory bred for an adventure game should be able to support all 
the puzzle-solving it requires, and should also be non-linear enough to 
provide options when the player gets stuck. It should be of at least 
equal weight to the other elements of the game: graphics, puzzles, 
sound, etc. It must be strong enough to drive through far more twists 
and hairpin turns than the average film, for example. The script for 
Ripley’s Believe It Or Not! The Riddle of Master Lu is 844 
pages. The Gamestory requires a lot of room to roam about in. 

Finally, even a genre-specific premise needs to provide something 
more than all the stories in the genre that have come before. We 
must make the investment in the material. Find something in even the 
most cliche-ridden genre that speaks to us as human beings. 

The character of Newt, and her relationship to Ripley (that other 
Ripley) in Aliens is the soul of the film. When Newt goes to sleep at 
the end, it is a profoundly satisfying moment. You can almost feel the 
audience begin to exhale, at least. A cheezier film would have had the 
alien lurch one more time into frame, or we’d cut to yet another alien 
egg opening, or... Jim Cameron rightly decides to give both his charac- 
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O Team racing with up to 16 player network, VI 
head-to-head modem and built-in online W W 
communications. Talk to your teammates ^ * 
and plot strategy in the heat of battle. 

O 16 insane tracks jammed with giant loops, multiple 

corkscrews, cross-traffic jumps, blind drawbridges, and more 

O Compete against the most intelligent and merciless 
computer racing Al found anywhere. 


Adrenaline Pumping, Grauity Defying 
Stunt Racing Thrills! 


Crash the Interplay Web Site 
at http://www.interplay.com 
or call 1 -800-Interplay or visit 
your local software retailer 


Gremlin 


Licenser! from and developed by Gremlin Interactive Ltd .©1996 Gremlin Interactive Ltd. All Rights Reserved. 
Whiplash is a trademark of Interplay Productions. All Rights Reserved. Interplay is the sole publisher and distributor. 
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Wolf leers at Ripley 

ters and his audience a long-deserved rest. 

The old plot of the young heroine in the haunted house is not 
worth making into a game, if a new reason to tell the story can’t be 
found. And it isn’t enough to say, “Well, we added interactivity.’’The 
new element should touch us emotionally, intellectually, hopefully in 
both ways. If the writer can’t invest something of him or herself in the 
material, the Gamestory dies of 
neglect, or worse: abuse. 

The designer must play with¬ 
in a genre’s rules. The surest 
way to camp or boredom lies in 
taking a very hip, cool, above-it- 
all attitude to the story moves 
each genre requires. Attempts 
to turn a genre on its ear by 
someone who hasn’t a clue why 
the genre has worked as well as 
it has across generations and 
centuries, can only bring disas¬ 
ter. An attempt to do precisely 
the same thing by someone 
who knows and respects the 
genre can result in art. 

Let’s pretend our baby Gamestory now has a premise with the 
right elements. Next we need to think about the characters who 
will move through the story. I like writing games set in real-world 
universes. This creates all sorts of interesting challenges. 

The major characters should be people the gamer will want to 
spend some time with. The universe of the game should be as popu¬ 
lated as the universe it mimics. Master Lu had forty-two speaking 
parts, and I still felt the world was too empty. Part of the reason for 
unpopulated games is that while it is easy to model realistic-looking 
environments, it is much harder to approximate the behavior of 
human beings. 

That doesn’t mean we shouldn’t make the attempt! Without 
recognizable human characters for the player to interact with, 
drama is replaced by sensation, and emotion becomes nothing 
more than an adrenaline rush. Observed human behavior artfully 
translated is as important in a game as in any other storytelling 
medium. Basic rules apply. 

The characters cannot be cliches. Any more than the story can. I 
don’t believe the tastes of gamers are as degraded as some games 
require them to be. Gamers are for the most part savvy people, 
bright and well-rounded. These people might be experiencing some 
pretty good movies and books when they’re not playing games. How 
many times will they be willing to forgive lapses they’d laugh at in 
other media? 

Dialogue with the characters is a major challenge. There is no algo¬ 
rithmic dialogue system here today, or on the horizon, that can guar¬ 
antee the level of drama necessary for the Gamestory. For now I’m 
forced to use a complex web of branching and game-wide, inter¬ 
dependent variables, to create the illusion of a dynamic world where 
the player appears to dictate the course of events, yet the designer 
maintains the control necessary to employ the benefits of a more tra¬ 
ditional dramatic structure. 


All the threads of the conversations, as all the threads of the 
Gamestory itself, should strive to offer an equally entertaining experi¬ 
ence. The player should not be shortchanged for not following a single 
“golden path”through the game. By the same token the player should 
be willing to accept a lesser experience, if he is reluctant to go with 
the flow of the action. 

Part of the responsibility of the game designer is to make the main 
threads of the story attractive to the gamer. Part of the responsibility 
of the gamer is to go along for the ride. This is not heretical, or some 
new rule thought up to ensure the lion doesn’t devour the lamb every 
day. Part of the responsibility of the reader is not to put the book 
down right when Sophie is making her choice. The moviegoer should 
sit in that seat and squirm rather than heading for the restroom right 
when John Travolta is teaching Danny De Vito to act. 

Finally, a word about puzzles. Puzzles are currently the raison 
d’etre of adventure games. This is not as limiting as it might seem on 
the surface. I like to reward the player for a puzzle well-solved with 
something cool to look at or listen to, and I can sneak in a little expo¬ 
sition as well. How do we match the dramatic pacing of a film, if the 
player gets bogged down in a puzzle, or would rather stare at the 
pretty pictures? Puzzles can actually help pacing, and they’re a won¬ 
derful device to reveal character. 

As mentioned above, during the 
course of playing, the gamer 
enters into a relationship with the 
designer. As s/he becomes more 
comfortable with the parameters 
the designer has chosen to work 
within, s/he comes to feel the 
underlying rhythm, the heartbeat 
of the game. The designer can 
exploit that. By placing puzzles 
near the climax that are actually 
easier than in the body of the 
game, the gamer will feel the pace 
of the game picking up. And if a 
puzzle relies on how a character 
(either the protagonist or an 

NPC) views the world, we can use the puzzle to deepen our under¬ 
standing of the character. 

The Gamestory is still a yearling, wobbling about on ungainly legs. It 
will require a lot of nurturing before it will realize its full potential. 

But one day it will be as powerful a source of entertainment and 
human enrichment as the best novel, play or film. + 


Ripley talks to Matteo 



The explosion 


L ee Sheldon is the senior writer/designer at 
Sanctuary Woods. He has recently com¬ 
pleted his first adventure game, The Riddle of 
Master Lu, and in a past life worked in TV. 
Wed like to thank him for his willingness to 
offer us the above contribution in the midst of 
an extremely hectic schedule. 
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BECAUSE IT TAKES MORE THAN 
DRIVING SKILLS TO WIN. 




Windows* CD-ROM. 
Compatible with 
Windows' 95. 




ormula One Grand Prix racing. It's one of the most 
competitive sports in the world. To win, 
you need more than a great driver. 

It takes technology, tactics and money. 

As a Grand Prix manager, you control 
all aspects of team management. Design the 
hottest car and test it. Negotiate for the best driver 
and staff. Keep up with racing politics, rules and 

rumors. On race day, you call the shots 


down at the track in the fume-filled pits. 


AN OFFICIAL 
PRODUCT OF THE 

wor TI ) Because what it really takes 

to win is a great manager. 


CHAMPIONSHIP 


Visit your local retailer or call 24 hours: 1 -800-695-GAME (U.S. and Canada) 

Licensed by FOCA to Fuji Television. ©1995 Spectrum HoloByte, Inc. All rights reserved. Spectrum HoloByte is a registered trademark 
and Grand Prix Manager is a trademark of Spectrum HoloByte, Inc. All other trademarks are the property of their respective holders. 
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The decline and fall of the realism empire 



Classic hex-based gaming: the V for Victory 
Commemorative Collection 

T o begin, let me state that I’m all for 
attracting fresh blood to the wargam¬ 
ing market. In the not-so-distant past, 
most wargames were created specifically for 
the so-called grognard, and were very intimi¬ 
dating for newbies. SSI changed all that with 
Panzer General. Suddenly there was a 
wargame(ish) program that your average 
gamer could get into. 

Since then SSI, as well as other compa¬ 
nies, have continued to focus on this same 
market. SSI is working on Allied General 
and Fantasy General. And of course 
there is Panzer General II, which will no 
doubt launch its own host of spin-offs. SSI 
also managed to Panzer Generalize the 
latest Grigsby game, Steel Panthers. 
TalonSoft jumped onto the bandwagon with 
the Battleground series. Battleground: 
Ardennes was just a tad more complex 
than Panzer General. Still, the emphasis 
was on fun, with only as much historical 
authenticity as would fit without complicat¬ 
ing the design. TalonSoft is following up 
Ardennes with Battleground: 
Gettysburg and Battleground: 
Waterloo, with more to come. 

So what’s my point? Well, it seems the 
pendulum has swung radically the other way. 
Now, it seems we’re getting virtually no 
detailed and historically authentic wargames 
(by the way, I don’t mean to pick on SSI and 
TalonSoft. It’s just that they’re currently the 
most visible producers of wargames). The 
exceptions come from a few small publishers 
such as Arsenal Publications and HPS 
Simulations ; publishers with limited distribu¬ 
tion and visibility. But overall, most compa¬ 
nies are turning towards the “safe” level of 
complexity invented in Panzer General. D- 
Day:America Invades was a notable 
exception, but with publisher Avalon Hill and 
developer Atomic Games parting ways, there 
isn’t much hope for any more games in the 
series (at least not in the foreseeable future). 



The Grandest Fleet from QQP’s War at 
Sea collection 


If we’re going to nurture a new generation 
of fledgling wargamers, we need somewhere 
for them to go after they’ve exhausted the 
complexity levels of the General and 
Battleground series. Somewhere there must 
be a middle ground between 100% hardcore 
and 100% beer and pretzels. C’mon, develop¬ 
ers. Give us some variety! Newcomers to the 
hobby will be “outgrowing”the simpler games 
and looking for something with a bit more 
depth. Someone will acknowledge this market 
and make a tidy profit... 

Now here’s something bound to cause 
some of you to throw down the mag in dis¬ 
gust. I’d like to point out the potential in the 
“next generation”gaming systems. In recent 
weeks, mouse peripherals have been 
released for both 3DO and the Sony 
Playstation, with one for the Sega Saturn on 
the way. This tears down the largest obstacle 
to doing strategy and wargames on these 
platforms; the joypads are just too clumsy 
for long gaming sessions. 

SSI has produced Panzer General for the 
3DO, and a version for the Playstation is on its 
way. MicroProse has just ported X-Com to 
the Sony Playstation (with Gunship 2000 in 
the works, for you sim fans). Koei, of course, 
has always supported the consoles. Currently 
their Romance of the Three Kingdoms 
IV is out on the Saturn. 

As someone who has sat back on his 
couch, his feet up on the coffee table, playing 
X-Com on a 27”TV with the full audio 
trimmings, I can tell you it’s a darned pleasant 
experience. Not sure I’m ready to advise you 
to buy one of these “toasters” (as one reader 
called them) yet, but it’s getting close to that 
point. Once they iron the bugs out 
(MicroProse totally dropped the ball on the 
Playstation X-Com manual. It is woefully 
incomplete, something which may be due to 
the way Playstation games have to be pack¬ 
aged) I suspect strategy and light wargames 
could generate a very nice audience for 



SSI's Panzer General, 3D0 style 

themselves on the newer consoles. No setup 
hassles, no bi-annual upgrades. Just lots of 
great gaming. 

A great shovelware package just landed on 
my desk. Intracorp has released the V for 
Victory Commemorative Collection. It 
contains all four V for Victory games (Utah 
Beach, Gold-Juno-Sword, Market 
Garden and Velikiye Luki) updated to ver¬ 
sion 4.01 of the game engine. This is an 
exceptional value, and a great way to com¬ 
plete your collection. ‘Sides, it’ll give you 
some hardcore wargaming action while you 
wait for SSI and TalonSoft to respond to my 
earlier diatribe. Or until lntracorp/360 
releases V for Victory II: War in the 
Pacific, which they are hard at work at 
(there is still hope for the hardcore)! 

Lastly, another shovelware collection. QQP 
has bundled The Lost Admiral, The 
Grandest Fleet and World War II— 
Battles of the South Pacific onto a CD, 
and called it the War at Sea Collection. 
This collection includes all the documenta¬ 
tion included with the original games—a 
nice change from the reprinted or on-disk 
documentation included with many software 
collections. I have a particular fondness for 
The Grandest Fleet, and it makes me all 
warm and fuzzy knowing I have it safely on 
a CD-ROM. 

There’s a new web page devoted to email 
wargaming. I promised the webmaster I’d men¬ 
tion it, so here ya go. It’s at www.k/ss. 
de/wargamer. The site maintains a list of poten¬ 
tial email opponents for several games, most 
notably Panzer General and Steel 
Panthers, with more scheduled for the 
future. If you’re looking for an opponent, this 
is an excellent place to start. Check it out. 

Well, that wraps it up for this month. 

Until next time, may your battles all be 
waged in silicon! <0> 

Peter Smith 
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A Higher Form 
of Maneuver - 

Tactics Writ Large 

••••••••••••••••••••••••••••••••••••••••• 

Greetings wafer warriors! 


N 


ow that we have spent our time down in the trenches, or at 
least the tank turrets of some games, we are ready to con¬ 
sider a higher form of maneuver. These maneuvers have as 
much applicability at the lower levels of tactics as at the higher, 
because any force can take part in these type of operations. However, 
at lower levels, many attacks, regardless of whether they are a part of 
a penetration or an envelopment, have the appearance of a frontal 
attack. This is because it is very easy for small forces, say up to a bat¬ 
talion, to reorient rapidly to face an attack from an unexpected direc¬ 
tion. Larger units have more inertia. It is this inertia which we 
attempt to exploit in order to gain an advantage over the enemy and 
defeat him rapidly. 

The most elementary attack is the frontal attack. In this attack, the 
attacker directs his maneuver straight ahead and attempts to over¬ 
whelm the defender with direct pressure. This is what happened in 
World War I. The two sides quickly ran out of room to try flanks and 
had to take part in bloody and useless attacks to break the enemy 
front. As might be expected, the frontal attack is a fundamental part 
of warfare, and is shown in Figure I. Here, all three brigades are 
merely attacking straight ahead in order to destroy the enemy 



Figure 2:The penetration 



Figure I: Hi diddle-diddle, straight up the middle! 


Now, you might say this is pretty stupid. Why would we attack 
into the teeth of the enemy defense? Well, we might not - as was 
the case in World War I - have any choice about it. Or, we might be 
attempting to create a weak point in order to conduct another type 
of maneuver. This leads us to the penetration attack, a variation of the 
frontal attack. In its most basic form, the attacker puts two units up 
and has a sizable reserve in order to exploit his success. This 
reserve will, when committed, go deep and destroy the enemy 
reserve. An effective effort here opens the way for follow-on forces 
to achieve a decisive success. World War I Generals tried this 
approach. Unfortunately, they were handicapped by the fact that they 
could not move their artillery forward rapidly, and horse cavalry was 
incapable, in most cases, of moving on the battlefield. Poor 
communications, rigid planning, and the mechanical unreli¬ 
ability of the tank also conspired against them. However, 
by the time of the Persian Gulf War techniques were 
more sophisticated, and penetration attacks thus had sub¬ 
stantially greater success. 

In Figure 2, we are conducting a penetration. The 1st 
and 2nd Brigades (at the bottom) are conducting frontal 
attacks in order to push the enemy brigades out of the 
way. The 3rd Brigade (in reserve) will, after a gap is 
opened, attack through the lead brigades to objectives in 
the enemy rear. The objective could be terrain, but is fre¬ 
quently the enemy artillery or local reserve. The lead 
brigades will widen the gap in the line and hold the shoul¬ 
ders of the penetration against enemy counterattacks. This 
two up and one back is pretty basic in units all the way 
down to rifle platoons. Incidentally, never commit your 
reserve in an attempt to rescue failure, but only to rein¬ 
force success. 

Once you have ruptured the enemy line, then commit 
the Corps Reserve through the penetration and destroy 
the enemy tactical reserve. Once the penetration is suc¬ 
cessful, the reserve unit may either continue the attack 
deeper, or conduct an envelopment. Remember from our 
previous lessons that the attacking unit attempts to isolate 
and destroy an enemy force anywhere from one third to 
one-sixth its own size. Remember to use your supporting 
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Figure 3: In my tank, around the flank 


Figure 4: We’re going for a Cannae! 


arms, artillery, air support, air defense artillery, and electronic com¬ 
bat to isolate and suppress the attacked units and prevent the enemy 
from reacting to the attack. 

The way to defeat a penetration is to attack the shoulders and 
close the penetration at the base. Then the spearhead is isolated and 
other units can destroy it at leisure. 

There are two ways to envelop an enemy. One is to find an open 
flank and go around. That is what Schwarzkopf did with the XVIII 
Airborne Corps during the Gulf War. He merely extended the flank 
far enough out (while preventing the Iraqis from finding out about it) 
to enable them to go around with little resistance. The 
other method is to attack through or create a weak point 
and envelop from the newly created flank. The VII Corps 
did both by having the 1st and 3rd US Armored Divisions 
conduct an envelopment around the Iraqi line while the 1st 
UK Armored Division attacked through the US 1st Infantry 
Division’s penetration. The very deep envelopment is called 
a turning movement. Envelopments may either be single wing 
or double wing. The double wing envelopment was, of course, 
first performed by Hannibal as he cut the Roman legions to 
pieces at Cannae, creating a standard few generals have 
been able to duplicate. Figure 3 shows the XVIII Corps 
turning movement and the VIII Corps close envelopment. 

Figure 4 shows a double envelopment by two divisions, 
while the third (in the center) fixes the enemy with a (you 
guessed it!) frontal attack. 

Once the enemy breaks and is running, we get to exploit 
and pursue him. In this situation, the enemy has only limited 
ability to resist us. Accordingly, we must keep up the pres¬ 
sure on him to prevent him from reorganizing sufficiently to 
make a stand anywhere. Pursuing units destroy any military 
unit they encounter, particularly easy pickings like command 
posts, transportation, maintenance, and other relatively 
defenseless units. We divide the force into two parts: a 
direct pressure force (the two mechanized infantry 
brigades) which hounds the enemy like a pack of dogs after 
an exhausted fox, and an encircling force. In this case, I am 
using two encircling forces. An armor brigade is conducting 


a close envelopment of the enemy while my aviation brigade goes 
deep to destroy command and control elements, supporting units, and 
prevent the enemy from reorganizing a defensive line. (Figure 5) 
These techniques, while illustrated with Patriot here, work in any 
game, like Empire, The Perfect War series, or any other game 
that is your favorite. Techniques for creating penetrations using 
games like Tanks! were covered previously. 

Next, we will look at deceit and its role on the battlefield. Till 
then, good shooting! <$> 

Mike Robel 



Figure 5: Find the rascals, then don’t let go 
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review 


Capitalism 


L et me set the tone of this review by 
telling you this: it’s now 4:30 am and I 
just tore myself away from Interactive 
Magic's Capitalism (designed by Enlight 
Software). I’ll pay for this tomorrow, but I just 
couldn’t stop playing. 

Capitalism is a retail business simulation. 
It has all the things you’d expect: stock mar¬ 
kets, R&D, inventory problems, advertising, 
employee training. The amazing part is, it has 
all these features (and more), and is still 
downright fun to play. It accomplishes this by 
making all information accessible, using a con¬ 
sistent interface, and having on-line help. 
What’s more, you can play the game at vari¬ 
ous levels of difficulty. Lower levels require 
less attention to detail, and as such make the 
game a bit easier to play. 

You can play Capitalism in two ways: 
either as a free form game started from 
scratch (in which case your overall goal is 
ostensibly to dominate every industry, but 
really your goal will be to see how rich you 
can become), or you can accept the challenge 
of one of seventeen preset scenarios. Each 
way of playing has its charms. The nice thing 
about the freeform game is that you can 
poke along at your leisure. It’s fairly easy to 
make a little money in this game, but as a 
rule the scenarios force you to go for the 
really big bucks in order to win, which is 
much harder. On the other hand, the preset 
scenarios are identical each time you play 
them. This means you can learn from your 
losses, and believe me, you’ll lose often until 
you get the hang of the game. 

In order to help you explore your capitalistic 
inner self, the game includes an extensive tutor¬ 
ial system (sample scenarios covering all major 
facets of the game), a generally well written and 
indexed manual, and on-line help for most com¬ 
mon questions. The one part of the manual 
that left me feeling a bit lost was the chapter on 
manipulating the stock market. 1-Magic might 
want to polish that section up a bit (or more 
accurately, dumb it down for those of us with 
no real-world business acumen). 

General gameplay starts with you looking 
for a niche that no one has exploited yet. 
Next you obtain a supply of the product in 
that niche and go about selling it. Early on, 
you’ll generally be importing goods to sell or 
sticking to relatively simple products like 
food. As your empire (and bank balance) 
grows, you can start collecting raw materials 
and pounding them into bright shiny products 
to catch the consumer’s eye. 

Everything you do — buying, building, sell¬ 
ing, researching, etc. - takes place in a firm. 
There are various different kinds of firms, but 
all have a 3x3 grid layout. You’ll buy units and 
place them in this grid, then link them 
together. Thus, at its simplest, a retail outlet 
will have a purchasing unit and a sales unit, 



Each firm is laid out in a 3x3 grid (bottom right). This particular firm is a factory that produces 
televisions and VCRs 


linked together. If you find yourself often 
using the same layout over and over, you can 
save that layout in a library and load it when¬ 
ever you build an appropriate firm. 

The trickiest part of selling is determining 
the right price. Every product has three fac¬ 
tors that influence how desirable the product 
is to consumers: price, quality, and brand 
awareness. Part of your job will be to balance 
these three factors in order to sell the maxi¬ 
mum number of units at a premium profit. 
You can change prices at your whim, but 
quality and brand awareness increase only 
through long term investments in manufactur¬ 
ing techniques and advertising, respectively. 

In addition to building, buying and selling 
products, you can opt to dabble in the stock 
market In fact it is possible to never build a 
firm, and to succeed solely as a market specula¬ 
tor (or so I’m told - I haven’t developed a prop¬ 
er nose for stock market investing yet). If you 
manage to obtain over 50% of another corpora¬ 
tion’s stock, you perform a hostile take over. If 


you get 75% of it you can force a merger. 

As your empire builds, and you grow tired 
of worrying about whether your competitors 
are undercutting you in that wool socks price 
war, you can hire a company president to 
take care of the little details. Each potential 
president has his or her own personality and 
reaction to you. A hostile president is apt to 
be hammering you for a raise every time you 
turn around, for instance. Enlight Software has 
done an excellent job of offloading drudgery 
from the player, while at the same time 
adding yet another level of decision making to 
the game design. 

Capitalism is far and away the best (I’m 
no CPA so I won’t presume to pass judgment 
on the game’s realism, other than to say it 
feels authentic) business simulation I’ve had 
the pleasure to play. The bottom line? 
Capitalism is an excellent game that should¬ 
n’t be missed by anyone with the slightest 
interest in the subject matter.<$> 

Peter Smith 



The Product Detail report provides you with just 
about everything you need to know about the 
goods you’re dealing with 



The Manufacturer’s Guide can search for the 
components needed to make an item, or con¬ 
versely, can give suggestions as to what you to 
build with raw materials on hand 
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review 


Conqueror 

A.D. 1086 


L ong-time computer gamers might 

remember Defender of the Crown, 
from Cinemaware. It came out for the 
Atari ST and Amiga, back in the days before 
IBM claimed the phrase “personal computer” 
for itself. Defender of the Crown put you 
in the armor of a knight; through various 
sub-games, you’d try to build up personal 
wealth and power. 

Sierra has decided to explore the same ter¬ 
ritory with Conqueror A.D. 1086. The 
game was developed by Software Sorcery, and 
was originally scheduled to be released by 
Time Warner Interactive. With a family tree 
like this one, it’s no surprise that 
Conqueror is a beautiful game. You’ll see 
one lavish screen after another as you live 
the life of a young knight, intent on making a 
name for himself. 

Unfortunately, the disrupted development 
pipeline shows itself in some less positive 
ways. The manual is atrocious, the game 
crashes more than any finished product 
should, and in general gameplay is often dis¬ 
jointed and nonsensical. For instance, I got 
myself into a brawl at an inn and ended up 
mortally skewered on some fellow’s dagger. 
Imagine my surprise when I then jumped up 
from the battle and strode out of the inn to 
live a long and prosperous second life! 

Your goal in Conqueror is to “roll up”a 
knight and set out either to become the King’s 
Champion by slaying a dragon, or to usurp the 
throne by leading your troops against the king. 
Gameplay is divided into two major modes. 
The first is a fief management game that has 
you running your village to maximize growth 
and profit. By spending gold and assigning 
peasants, you can clear land to grow crops or 
build housing. The strategy game is where you 
build and staff your castle as well. 

The problem with this section of 
Conqueror is a lack of information and pur¬ 
pose. The manual gives no information on 
interrelationships between the various fief 
embellishments. For instance, how many 
peasants will a house shelter? What benefit 
do roads give? How many peasants will a field 
of beans feed? None of these questions are 
answered. As well, having a bigger castle 
seems to have no effect on defense, so why 
bother with the expense of building one?! 

The second part of the game has you wan¬ 
dering the countryside, conquering your 
neighbors (either at the king’s bidding or for 
your own purposes) or attending tourna¬ 
ments to win fame and the favor of the ladies 
of the court. This part of the game further 
breaks down into several mini-games: the 
joust, the melee, and the battle. The joust is 
very like the one in the old Defender of 



The jousting sub-game is much more playable 
than the one in Defender of the Crown 
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This is the travel map, where you’ll roam across 
the land 


the Crown for those of you who remember 
that game. Your horse carries you along and 
you need only strike your opponent squarely 
with your lance in order to win. The melee is 
a rudimentary DOOM clone that has you 
hacking down opponents with the help of 
your men. Finally, the battles are small real¬ 
time wargames, with each figure representing 
100 men. Control in the battle is extremely 
frustrating; generally, the bigger army will 
carry the day, since coordinating tactics is 
nearly impossible. 

Conqueror A.D. 1086 could have been a 
fine game with a bit more polish and more 
thought put into the storyline. The pieces 
just don’t mesh. If you’re halfway across 
England and your home castle is attacked, 
you can still defend it. When two armies 
clash, both are sometimes eliminated from 
the map (I’m still not entirely sure if this is a 
bug or a feature). This means you can take a 
castle easily, by sending several small token 
armies in to get rid of the defenders 
(whether your armies win or lose), then 
leading a final army in to attack the now 
defenseless castle. 

More subtly, if you choose to pursue the 
dragon slaying quest, you’ll have to court the 
various ladies at the tournaments. All well 
and good, but you basically have to pledge 
yourself to each one in turn until she falls in 
love with you and grants you an item you 
need. After that you must turn your back on 
her and proceed to the next lady and the 


Designed by: Software Sorcery 
Published by: Sierra 
Platform: DOS 



Castle-building is a nifty idea, but has no real 
effect in the game 



The ladies of the court know lots of information 
...and will share it with their beau 


next item. Not a very chivalrous way for the 
King’s Champion to behave, is it? 

When all is said and done, Conqueror 
A.D. 1086 fails to hold together, and that’s a 
shame. Much work went into providing excel¬ 
lent atmosphere. The intro is wonderful, and 
had me eager to play. The sub-games were 
fun, though not terribly challenging. Fief man¬ 
agement seems to have little bearing on the 
game, though, and castle building is a com¬ 
plete waste of time. And what joy can come 
from breaking a fair maiden’s heart? If Sierra 
can create an Outpost 2, maybe they’ll also 
do us the favor of a Conqueror 2. The idea 
behind the game is wonderful, and I for one 
would be eager to see it work.<$> 

Peter Smith 



Sorry, this isn’t game play (I wish!) Conqueror is 
nothing if not pretty 
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Warcraft II: Tides of Darkness 
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Once again, rank comes with victory 


S ince you read Strategy Plus regularly, 
you are not only intelligent, attractive 
and successful, you know what to 
expect from Warcraft II:Tides of 
Darkness from Blizzard Entertainment. For 
months now, we’ve been telling you it’s going 
to be just like Warcraft, only more so: 
more units, resources, buildings, pixels (it’s 
SVGA), terrain types, players (up to eight on 
a LAN) and theatres of war (you now have 
land, sea, and air units). 

Now get this: that doesn’t even begin to 
convey how good this game actually is. The 
amount of polish Blizzard has applied just in 
the two months since their press beta is 
amazing. Warcraft was a well-rounded 
game, but Warcraft II feels much more pol¬ 
ished. I always took umbrage at having to tell 
a unit what to do when, in many cases, it 
should be obvious: if you tell a peon to go to 
a gold mine, you want him to harvest gold. 
Warcraft II lets you right-click to quickly 
dispatch your units. Click on clear ground 
and you move there. Click on an enemy unit 



Town assaults will be familiar to Warcraft veterans 


and you will attack him. If you’ve been playing 
a lot of Command & Conquer lately (and, 
really, what are the odds?), you’ll welcome 
this feature. 

Ore is no more. There are now only three 
resources, but they are well-balanced and as 
easy to manage as in the original. Also, you 
no longer have to “ping”for oil — it appears 
as a dark patch in the water. One consider¬ 
able improvement is that you don’t have to 
muck around with resource management as 
much as you used to. Once you have three 
or so peons, each harvesting gold and lumber 
and a couple of oil tankers, you can pretty 
much build whatever units you want. 

Your units are also more intelligent, which 
should make countless gamers very happy. 
And although you can select nine of them at 
once now (up from four), their additional 
smarts actually makes them harder to control. 
Units are more assertive about advancing and 
engaging the enemy. So let’s say you have a 
rank of grunts in front of a rank of Troll 
axethrowers. Some Elvish archers start 



This time out, you’ll fight in various climates 


Designed and published by Blizzard Entertainment 

Platform DOS 



shooting the grunts, so they advance to 
attack the archers. Since the axethrowers 
don’t quite see the archers, and they aren’t 
being attacked directly, they won’t take a step 
forward to shoot the archers back. (You can 
tell a unit to stand its ground, or patrol 
between two points, making it easier to get 
them to do exactly what you want them to.) 
In other words, units function very intelli¬ 
gently by themselves, but they don’t coordi¬ 
nate their efforts — that’s your job. It makes 
this a much better game than the original. 
Warcraft units didn’t have enough smarts; 
this time, they got it exactly right. 

There are a couple of things about 
Warcraft II I didn’t like. In Warcraft, the 
smaller overhead map showed enemy units in 
red, making them easy to spot. In Warcraft 
II, they appear in their clan color. Since 
opponents change from scenario to scenario, 
so do the colors of enemy units — and some 
enemies may be the same color as previous 
allies. Certain colors also disappear into the 
background, making it difficult to spot enemy 
sneak attacks. If I’m playing on the fastest 
speed, I’ll often lose a sentry before he can 
yell “We’re under attack.” Also, I would like 
fog of war better if terrain affected line of 
sight for ground units, but this is pretty nit- 
picky. The fact is, Warcraft II has gone far 
beyond its predecessor. It looks better and 
gives you more toys to play with. Best of all, 
the new features make the game play an 
order of magnitude better — and isn’t that 
the point of a sequel? <$> 

Tim Keating 



You’re no longer hampered by only being able to 
select four units — now you can grab up to nine 
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WILL send two darin 


gamers off to go bobsledding with 


EAMUSa 


ENTER NO Vlt ere* s how 

SIRTECH Software will choose two daring gamers to be flown to Lake Placid, NY to go bobsledding with the US BOBSLED 
TEAM. Just mail in your registration card from DRUID-Daemons of the Mind or WIZARDRY GOLD, or send a postcard to: 



LIVING ON 
THE EDGE 

c/o SIRTECH 
Software 
P. 0 . Box 245 
Ogdensburg, NY 
13669-0245 


Winners will be picked by 
random drawing. Must be 
18 years old or older to 

I participate. Other restrictions 

may apply in accordance with 
the US Bobsled Federation rules 
and regulations. Valid in 
continental US only. 

fl|| L» ' -fcxl f ~rr- “ir -1 — 1 Pick up your free USA Bobsled poster when you pre-order Wizardry Gold 

I * | at Electronics Boutique, Babbages, Software Etc. and other participating 

AuJ timaf lir '' retailers during the month of February, or mail in your proof of purchase 

dated January 1,1996 or later for DRUID-Daemons of the Mind or 
■ HLmi Wizardry Gold. Offer valid while supplies last or through April 30,1996. 

Sirtech Software - official sponsors of the US Bobsled Team. DRUID-Daemons of the Mind and Wizardry are registered trademarks of Sirtech Software, Inc. 
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hints & tips 


Panthers in the Shadows 


Exploring the possibilities of H PS’s ultra-detailed new wargame 


S erious wargamers know that HPS 

Simulations, aka Scott Hamilton, provides 
some of the best hard core tactical sim¬ 
ulations available on the PC. HPS has recently 
added Panthers in the Shadows to its 
repertoire, giving WWII fens a chance to pit 
the western allies against the German panzers. 

Getting the most out of this complex sim¬ 
ulation can take a bit of work, however. Like 
its predecessor Tigers on the Prowl, 
Panthers is not for the feint of heart. With 
that in mind, perhaps a brief exploration of 
what Panthers has to offer might help tame 
this feral feline. 

Panthers continues the HPS tradition of 
detail and accuracy debuted in Tigers. Many 
of the differences between the two games 
arise from the additional choices Panthers 
provides gamers. Where Tigers abstracted 
virtually all engineering functions, for exam¬ 
ple, Panthers allows you to have your sap¬ 
pers clear minefields and obstacles during the 
game, and even makes it possible to wire 
bridges for demolition and send them up in a 
blast of concrete, smoke, and shattered 
timetables. And because what goes up must 
come down, in Panthers you can float to 
earth under a silken parachute canopy, or 
surrender to gravity in a wooden box with 
wings. Yes, airborne landings are a reality in 
Panthers, and make for some wild scenario 
building opportunities. You don’t know what 
frustration is until you’ve tried to gather your 
scattered battalion during a windy drop, with 
enemy machine guns shooting at your troops 
in the air and enemy mortars pounding your 
disorganized forces on the ground. 

Though none of the included scenarios 
allows for parachute drops, you can easily 
create scenarios which offer death from 
above. Take the manual’s advice, though, and 
set the wind to five mph or less unless you 
want to simulate a disaster like the 82nd’s 
drop on Sicily... . 

The United States Army makes its debut in 
Panthers, and wherever the Americans went 
in WWII, they had to get there by invasion. 
One of the new features of Panthers is 
amphibious assaults. The Americans alone 
have nearly twenty types of amphibious vehi¬ 
cles and landing craft, supported by off-map 
naval gunfire support and air strikes, including 
carpet bombing. With a little imagination, and 
the map editor, you can create battles from 
virtually any WWII landing west of the Black 
Sea. The experience of watching your troops 
plow towards a hostile shore in their landing 
craft, while mortar shells burst and machine 
gun bullets fly around them, is one of the high 
points of the game. Throw in a mined and 
barricaded beach, enemy artillery in case¬ 
mates, and pill boxes blocking the exits from 
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The Netherlanders have a nasty surprise waiting for any Germans trying to cross the river... 


the beach, and you’ve got the recipe for a real 
barn burner. Designing and playing amphibious 
assaults can be tricky, however. Your landing 
craft move slowly, and make great targets. Be 
sure to allow plenty of game time for your 
forces to hit the beach, much less make their 
way off and onto the objectives. 

While Tigers did a great job of simulating 
set-piece battles, Panthers allows the use of 
reinforcements, and thus is better at present¬ 
ing meeting engagements and other battles 
that develop over time. You can set the map 
edge hex and turn of arrival for each reinforc¬ 
ing unit, or have jump- and glider-capable units 
arrive at drop zones you select. Combine the 
two in designing a scenario and you can have 
wild and woolly battles, where reinforcing 
enemy columns overrun your drop zones, just 
as your hapless paratroopers are jumping into 
the fray. Shades of Arnhem, indeed. The addi¬ 
tion of reinforcements to the game makes 
possible some very sophisticated scenarios, 
where an outnumbered force must hold on 
desperately until help arrives, and the attacker 
has to make hay while the sun shines. It is 
even possible to create scenarios where nei¬ 
ther side has units on the map at start, setting 
up some truly unpredictable meeting engage¬ 
ments. Reconnaissance is more important in 
Panthers than in most tactical games, and 
good players will use their recon units careful¬ 
ly. If possible, assign recon units to direct sup¬ 
port (DS; “J” company) to take advantage of 
the zero command delay for DS units. 


If you are making a set-piece attack in 
Panthers, chances are you ‘II come face to 
face with some additional innovations: pill¬ 
boxes, casemates, and obstacles. In addition 
to the tried and true minefields and wire 
entanglements of Tigers, Panthers adds 
many more fieldworks to complicate the 
attacker’s job. Not to fear, though; now you 
can make those engineer units earn their pay 
by clearing such impediments to rapid con¬ 
quest. By ordering engineers into minefields, 
or on to obstacles, you can begin clearing a 
path for your troops. Specialty vehicles, like 
mine clearing and ‘dozer tanks, make the job 
somewhat easier, as do hedgerow-busting 
Sherman “plows.” Keep in mind, however, 
that obstacle clearance is slow work, and 
your sappers will be very exposed while 
working. Still, the addition of realistic engi¬ 
neering options makes possible some very 
interesting scenarios. 

With all those new capabilities, it is good 
that Panthers players get the advantage of a 
revamped interface, featuring a new staff offi¬ 
cer system. Based loosely on WWII opera¬ 
tional practice, the staff officer screens display 
information about your own and your oppo¬ 
nent’s forces. You can view your order of 
battle, check on your supply or command 
and control situation, and order air and 
artillery attacks with the help of your staff. 
Assuming you can see any of the bad guys, 
you can ask your intelligence people to esti¬ 
mate enemy intentions, and to give you a 
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11~», 1.2/PERSONNEL OFFICER: PICK A UNIT 
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TANK 
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OR ON OPTION. FJ/RMB TO EXIT 
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HIGHLIGHT BCD UNITS ON NAP 
CHANGE A UNIT'S WEAPON 
CHANGE A UNIT'S QUANTITY 
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A Co 
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TANK 
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TANK 
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TANK 
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B Co 
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TANK 
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Pz UO 
TANK 

373 1 

Pz UG 
TANK J 

C Co 
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Pz UG 
TANK 

474 

Pz UG 
TANK 

373 

Pz UO 
TANK 

474 
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TANK | 

D Co 
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Pz IU 
TANK 
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Pz IU 
TANK 

373 

Pz IU 
TANK 

"" 474 

Pz IU 
TANK 

E Co 
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TANK 
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Pz IU 
TANK 
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TANK 
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Pz IU 
TANK 1 
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TANK 
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TANK 
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TANK 

474 ~1 
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TANK | 

O Co 
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CARGO 
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CAROO 

H Co 

6/6 

Infant 
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3 Ton 
CARGO 


8 


U1rbe 1 
AA 


SdKfz 

AA 


Infant 

PERS 

373 


3 Ton 
CAROO 
373 
3 Ton 
CARGO 


Ini 
PERS 
474~ 
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AT GUN 
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ARTY ARTY 


Legendi 


Not Used 
Of f-r*ao 
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RECN 
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Broken/Off-nap 


251/1 
APC 


Cnbt 
■ PERS 


-nap 


76-100*/ Strength 
51-757 Strength 
Below 50/ Strength 


Now,THAT’S a nice formation... 


breakdown of where the opposing force’s 
center of effort lies. The staff screens are par- 


own scenarios with a 
minimum of fuss. By 
using the <shift+S> 
command after set¬ 
ting up the first of 
your two forces in a 
from-scratch battle, 
you can save the 
game as a scenario 
instead of a save 
game file. This means 
when you load it 
again, you can set 
either side to com¬ 
puter or human con¬ 
trol, and thus play 
either side. By care¬ 
fully considering 
your design, you can 
now create impreg¬ 
nable defenses and 
try your hand at 
smashing them, or 


craft detailed simulations of specific battles 
that catch your fancy. In fact, the most fun 


ticularly valuable in larger battles, and are 
indispensable for keeping track of your fire 
support assets in particular. Make a habit of 
checking out your own status and that of 
your opponent every turn, and you can avoid 
some nasty surprises. 

A very pleasant surprise awaits enterpris¬ 
ing scenario designers. You can create your 


you can have with Panthers comes in mak¬ 
ing these custom battles, either for solitaire 
or email play. To make an enjoyable game, it 
only takes a little research, a little patience, 
and a lot of imagination. 

To begin with, don’t try to include every¬ 
thing in one battle. An amphibious assault, 
supported by an air drop, against a fortified 


enemy behind a wall of forts backed up by 
hordes of panzers might sound great, but 
such a scenario will quickly degenerate into a 
slow, confused mess. Pick a particular theme 
for your battle. Good choices might be a 
meeting engagement between reconnaissance 
elements of two armies, or a paradrop on an 
airfield, or an opposed river crossing against 
light opposition. Or, you can simulate specific 
events, from specific battles; any engagement 
that involved a battalion or two per side 
makes a good choice, if its interesting. If you 
are designing a game for solitaire play, having 
the computer handle a defense you set up 
works better than making the computer 
attack you. Unless you like really long, slow, 
games, don’t plan a big battle with nothing 
but infantry on both sides; use small maps 
and few units for foot slogging action. 

Panthers is a complex, detailed game that 
rewards the effort you expend on playing it. 
Take the time to explore its nuances, though, 
and you’ll find the big feline is really a pussy¬ 
cat in disguise. And besides, where else can 
you pit French horse cavalry against Italian 
bicycle troops, or Belgian armored cars 
against German ski patrols? After all, gamers 
do not live by T-34s and Panthers alone.... and 
aren’t you just a little bit curious about 
Dutch horse drawn artillery? 

Robert Riley Mayer 



With four teams made up of four worms each, up to 16 
players battle for the ultimate weapon: Killer Sheep. 


Worms is a fast-paced game of strategy, wits and reflexes. We’re so sure 
you’ll get hooked that we’re dishing out a free taste of Worms just for you! 


Check out the Worms web-site 
at www.worms.com/game to 
get a FREE fully playable version 
of the first two levels of this 
addictive adventure for your PC. 


PC, Mac and Sega Saturn | 

Coming Soon For: , 
SNES, Genesis and GameyBoy 
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64 NCAA DIVISION I TEAMS AND ARENAS. 

Home court floor graphics, team colors and fans- 
in-the-stands silage give you the whole flavor of 
the NCAA college hoops experience. 


ADVANCED ARTIFICIAL INTELLIGENCE. 

Wild student sections bring built-in home court 
advantage to life. Players improve over four years. 
Performance varies with game pressure, age and 
skill ratings. 
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4,500 FRAMES OF PLAYER ANIMATION. 

Over 100 player moves include alley-oops, slam 
dunks and behind-th^back dribbling. All with real¬ 
time SGI motion-capture graphics. If it were any 
more realistic, you’d see it on the 11 o’clock news. 
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the sidelines when the score’s tight, 
pumped up when you’re on a run. By 
:s, developing game strategies, and 
spects, you get into the action, too. 


OPTIONS MAKE THE GAME MORE R 

You can choose between exhibitions, r 
son games, or tournament play—from 2 
min. halves. And control tempo, pick the 
decide who’s a walk-on and who’s an All 
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BETTER PERFECT YOUR 
MOVES, ’CAUSE THERE ARE 
63 NCAA CHALLENGERS 
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It’s a college dream come true. 

It’s about adrenaline. Bragging 
rights. And wall-to-wall basketball. 

Welcome to the nirvana of college 
hoops. The Big Dance. 

The NCAA Basketball 
Tournament 

It’s 64 of the top 
Division I teams in the country. Playing 
in their own colors. In their own arenas. 
With all the excitement of the college 
crowds and rivalries built-in. 

And artificial intelligence so 
advanced, your players’ skills actually 
improve as they go from true freshmen 
to savvy seniors. 

Consider this your official invitation. 
An “at-large” bid to the celebration they 
call March Madness”. 

Lace up your high-tops, Cinderella. 
’Cause you’re going to the dance. 
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©1995 GTE Vantage Incorporated. All Rights Reserved. The GTE logo is a registered trade¬ 
mark of GTE Corporation. The NCAA and the NCAA logo are registered trademarks of the 
Notional Collegiate Athletic Association and used under license by GTE Interactive Media. 


Reader Service No. 58 













hints & tips 


Command & Conquer: small unit tactics 



Medium tanks may not be fast, but theyVe sturdy enough to survive scattered enemy contact while 
exploring the map. Also, note that the scanner (top right) is toggled to view the entire map (accom¬ 
plished by clicking the “Map” button below it). This view isn't pretty, but it should be used at all 
times to avoid enemy surprises 


Essential tactical elements 


C OMMAND & CONQUER offers 
a real-time game of near-future mili¬ 
tary missions. The scenarios are a 
layered learning experience, with each 
adding a separate nuance to the gaming 
experience. While it is immensely challeng¬ 
ing and fun, its simulation capabilities may be 
summed up as “C&C tactics is to military 
tactics as military music is to music.” 
Common sense is more important than mili¬ 
tary theory. There are four essential lessons 
of tactical success — 

(I) The most important tactical lesson of 
C&C is reflective of naval warfare and not 
ground combat — e.g., overload the defens¬ 
es. Ground combat historically rewards sup¬ 
pressive fires; as long as one is putting 
enough firepower near the enemy, then the 
enemy is presumably hunkering down and his 
combat effectiveness is diminished. 

However, C&C rewards the naval aspect 
of concentration of force on a portion of the 
enemy in order to defeat him in detail (cf. 
Hughes, Fleet Tactics, pp. 37-39). The Prime 
Directive of C&C tactical resolution is 
therefore to engage the most serious enemy 
threat and mass fires upon it until it is 
destroyed; attempting to engage a number of 
enemy units will merely dissipate one’s fire¬ 
power and rapidly lose the mission. 

(2) Although it is often repeated, it is just 
as often ignored — RTFM (Read the Full 
Manual). C&C possesses an intuitive inter¬ 
face, and it is all too easy for a veteran player 
to jump into the midst of the game. This 
may be characterized as a strategic error; 
the README.TXT file has a number of “key¬ 
board shortcuts and special features”which 
are mentioned nowhere else. They are easy 
to learn and apply, and are essential for vic¬ 
tory maximization; they include guard mode 



A cluster of troops like this can easily be 
turned into roadkill by one pass of a tank or 
harvester. A flame attack can also take them 
all out at once... 


(selecting an area-specific roving patrol), 
scatter (allowing a group to disperse and 
offer a less viable target), stop (interrupt a 
unit before it moves into harm’s way unnec¬ 
essarily), bookmark (create up to four desig¬ 
nated sites which may be “teleported” to as 
needed), team creation (direct selected units 
into a cohesive formation which may be 
addressed by a single keystroke) and several 
other “nice-to-haves.” 

(3) Read and understand the victory con¬ 
ditions! Destruction of the enemy force is 
not always the enemy’s center of gravity. 
What good does it do to cause massive 
enemy casualties, but fail to accomplish the 
victory objectives? Many scenarios are hit- 
and-run missions, and involve securing an 
item or area; enemy casualties have little or 



... but selecting them all and hitting the Scatter 
key (X) will cause them to disperse. You still 
might lose two at a time, but two is better than 
five or six! 


no bearing on success. Generally, if one 
begins a scenario without an MCY (movable 
construction yard) and the mission does not 
involve resurrecting or stealing a construc¬ 
tion base, then the mission is of the raid 
variety. No reinforcements are available, and 
therefore, slugging it out with enemy forces 
is wasteful and self-defeating. 

(4) Maximize visibility. Beginning a mis¬ 
sion leaves the player with a vast blank 
screen; it is important to reconnoiter the 
area of operations as quickly as possible. It 
shows the player the objective and it allows 
a maximum warning time of enemy 
approach. Unlike reality, once an area has 
been “seen” it is always visible; one may 
argue that sensors have been placed or the 
area remains under observation by “detach¬ 
ments”. Whatever the case, judicial use of 
the bookmark will prevent the player from 
unseen “surprises.” The first time one plays 
a scenario will be more challenging since it is 
unknown territory; successive plays often 
allow one to understand the direction of the 
threat and respond accordingly. 

Unit specific guidelines 

Armor: Light (NOD)/Medium 
(GDI)/Mammoth (GDI)/Stealth (NOD). 
Generally, attacking enemy infantry by armor 
firepower is wasteful when roadwheels are 
so much more efficient and fun. Masses of 
infantry can quickly become simple tread 
grease if they are not sufficiently dispersed. 
GDI’s heavier armor may be offset by 
NOD’s cheaper acquisition costs and “cloak- 
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ing” device on the Stealth Tank. Of course, 
once the Stealth Tank opens fire, it pinpoints 
its position unless it can manage to disen¬ 
gage. A word of warning: while the 
Mammoth tank does have missiles, it will 
only use them against a target once; so turn 
away from the target and reacquire it in 
order to use another missile salvo. 

Commando Infantry (GDI/NOD): Rambo 
returns; best used as a long range sniper 
threat or a demolitions expert. 

Engineer (GDI/NOD): Effete intellectuals 
without any form of firepower or protection. 
However, like the pawn in a chess game, they 
have a threat to transform into something 
else, i.e. they may convert an enemy struc¬ 
ture to a friendly site. While this often 
becomes an immediate target, one may 
quickly “sell” the structure for much-needed 
cash (obviously it pays to convert a higher 
cost structure)! 

Harvesters (GDI/NOD): Not really a com¬ 
bat unit, although its defensive strength makes 
it a good choice for creating enemy “roadkill.” 

Flame Tank/Infantry (NOD): A massive 
threat to “soft” targets, these units have to 
be carefully employed. Like Commando 
Kelly during World War II, destroying an 
enemy flamethrower creates a vicious blast 
effect that causes massive collateral damage 
to anything in their vicinity. Thus, such units 
should be employed sufficiently distant from 
friendly forces. Then again, the use of an 
infantry flamethrower unit as a kamikaze can 
work wonders against an infantry force. Just 
remember that their ability to withstand 
enemy firepower is severely limited and they 
may be destroyed before penetrating the 
“kill zone.” 

Minigun Infantry (GDI/NOD): Basic 
grunts, these provide limited firepower; actu¬ 
ally, their best use is as a target of opportuni¬ 
ty for the enemy. Since enemy forces often 
seek the closest threat, it is better to lose a 
minigunner than a more expensive unit. 

Orca (GDI)/Attack Helicopter (NOD): 
Tactical air is best employed in mass. Seek 
and destroy an enemy force or structure in a 
single bombing run. 

Reconnaissance Units: HMMV 
(GDI)/Recon Bike (NOD)/Dune Buggy 
(NOD). Not intended to be part of the 
main battle line, these vehicles can often 
effectively engage enemy infantry in a “shoot 
and scoot” maneuver reminiscent of televi¬ 
sion’s Rat Patrol. And for the really adventur¬ 
ous sorts, the recon vehicles may be able to 
steal past enemy defenses into a base camp 
and cause massive damage before they are 
finally destroyed. 

RPG: Rocket Propelled Grenade launch¬ 
ers are available to both sides — GDI’s 
bazooka and grenade infantry and NOD’s 
rocket infantry. Best used in an anti-armor, 
anti-air, or anti-base role, these troops 
operate best in teams where their massed 



Hitting <CTRL>- # key forms teams of units. Thereafter, a tap of the # key in question will select 
all members of that team. In addition to allowing you to select units in odd formations (admittedly 
a pointless task) this ability will greatly ease unit manipulation. For instance, you can assign all your 
infantry to a team, then with a tap of a key, select them and order them to pull back behind a line 
of armor 


firepower can cause real damage. However, 
be careful that they do not become “road- 
kill” from armor or “crispy critters” from 
flame weaponry. 

Rocket Launcher (GDI)/Mobile Artillery 
(NOD): The long distance carrier of C&C, 
these units should never be employed in the 
main battle line. 

Troop Carriers (GDI): Armored 
Personnel Carriers (APC) and Transport 
Helicopters allow one to insert forces into a 
“hot” LZ quickly and effectively. 

Terrain modifiers 

Sandbags may be built by either side, and can 
often be used in an offensive mode! They 
can be built out to tiberium fields in order to 
deny their use to the enemy or even isolate 
an enemy harvester. And for those players 
who really want to rock the system, simply 
build sandbags out to the enemy base and 
construct defensive towers. Repairs are rel¬ 
atively cheap, and this can quickly render an 
enemy structure untenable. Or for that real¬ 
ly cheap shot, use the sand bags to lock 
enemy forces into their base! 

Tiberium fields regenerate, although slowly, 
so practice proper conservation techniques. 
Then again, computer infantry can often be 
enticed into following your light vehicles 
through tiberium fields. The radiation will 
quickly render them hors de combat. 

Conclusions 

Attrition warfare is often the most effective 
tactic against the Al. Build units until a suffi¬ 
cient force is available to overwhelm the 
defenders. Often, the Al will not be engag¬ 
ing in an arm’s race, and your troops will 
effectively outnumber the Al opponent. 

Of course, against a human opponent, 
attrition warfare will often lead to massive 
losses on each side and eventual exhaustion 
of tiberium. Maneuver will be the key to 
success against a fellow human. 



Success in Command & Conquer often comes 
from hitting the enemy with overwhelming fire¬ 
power, rather than clever tactics 


Optimize your firepower. Determine the 
largest threat and destroy it first; do not be 
sidetracked by easy targets. Similarly, when 
attacking enemy bases, the defensive capabili¬ 
ties must be countered just to assure surviv¬ 
ability. Thereafter, the barracks/Hand of 
Nod/airfield are a prime target just to prevent 
continuing reinforcements. Finally, the con¬ 
struction yard itself will be an attractive target 
to prevent the enemy force from reconstitut¬ 
ing itself. If the enemy has duplicate facilities, 
the player must plan accordingly and not take 
unnecessary risks for little advantage. 

Balance micromanagement against casual¬ 
ties and victory conditions. It does little 
good to optimally employ a dune buggy in a 
“shoot and scoot” firefight with enemy 
infantry when more expensive units or a 
base are the enemy’s simultaneous target. 
Conversely, in a modem encounter, you may 
be able to sucker your opponent into just 
such a disadvantageous trade-off. 

Finally, the law of land warfare does not 
apply to NOD forces. Therefore, civilian 
targets are always an option. GDI forces are 
rated for losses, and they should not engage 
noncombatants. <$> 

M. Evan Brooks 
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Heroes of Might & 


& tips 

Magic 


Part 2:polishing the gem 

I f you like strategy games with a bit of fan¬ 
tasy thrown in, or fantasy games with a 
strategic bent, you probably already have 
and enjoy New World Computings Heroes of 
Might and Magic. This little gem is not 
only one of the most enjoyable games of 
1995, but has proven to have surprising stay¬ 
ing power despite the lack of a random sce¬ 
nario generator or editor. One of the rea¬ 
sons for Heroes’ continuing attraction has 
to be its depth of play. Surprisingly easy to 
get into, Heroes is also refreshingly chal¬ 
lenging to win. 

The strategic game in Heroes is predomi¬ 
nantly about economics, building up armies 
and deploying them to deprive your enemies 
of the ability to do the same. On the strate¬ 
gic level, your military goal is to bring the 
enemy to battle on your terms. The tactical 
game is where you fight those battles and put 
your strategic planning to the test. 

Several basic guidelines can help you suc¬ 
ceed at the strategic level. The first is, kill 
armies, not cities. In Heroes, capturing a city 
does no damage to its component structures, 
or to the losing player’s treasury. If you lose a 
city, you can just take it back. Losing armies, 
however, is much more painful. It can take 
weeks to replenish a good stack of high value 
units. So, if you kill your foe’s troops, over 
time her cities will fall into your lap. 

The second rule of good strategy helps 
you implement the first build few, strong stacks 
instead of many weak stacks. Only heroes can 
command armies, so every army you send 
out will have a hero. A weak stack is just gar¬ 
goyle fodder, and a great way to lose a leader. 
By building strong stacks, led by leaders with 
good stats and magic items, you can deploy 
powerful, survivable forces. By picking your 
armies carefully, and using magic, you can 
maintain enough mobility to compensate for 
having fewer forces in the field. Start the 
game with good combat leaders like knights 


and barbarians; finish with warlocks and sor¬ 
cerers, or build up those bully boys with 
magic items. 

Always protect your economy while dis¬ 
rupting that of your enemy. Collect the loose 
piles of gold and resources near your starting 
city, and anywhere else you travel. Never miss 
a chance to swoop by a mine or laboratory. 
Transferring money and resources from your 
foes to yourself is a good way to win the war. 
This means protecting your resources, and 
that’s tough. Generally, use strong stacks with 
dimension door capability and a good hero to 
“patrol” an area rather than static garrisons. 
The enemy doesn’t usually attack castles that 
are strongly garrisoned, but what you think is 
strong is probably just an appetizer for that 
marauding warlock. Garrisons strong enough 
to really deter an attack are better used with 
heroes in the field. If you have to garrison a 
castle, use a stack with a hero, so you can bug 
out if necessary. 

Except in “find the widget” scenarios, 
where speed is vital, play it safe. Build up slow¬ 
ly, and wait for the enemy to make mistakes. 

Pick off heroes who stray too close to your 
domain, and expand gradually using a killer 
stack or two. Win in a day, win in a year, it’s 
all the same. You need to explore, of course, 
but avoid pitched battles unless sure you can 
win. When you do need speed, ignore most 
everything else. For instance, in Scenario 3 of 
the campaign, you have to find the Eye of 
Gorus; the first to do so wins. That makes 
your priorities clear: find obelisks, find the 
Eye. Build only enough to support your 
heroes and keep you in the game. If you dally, 
you’ll find yourself bowing to some other 
hero who moved faster. 

Capture your new home; don’t build it! As 
for buildings, despite the need for good intel¬ 
ligence, thieves guilds are not very useful. By 
the time you build enough guilds to give you 
an accurate and useful picture, there are 
often only one or two opponents left. 

Besides, you can get better intelligence from 
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Spells by Level 

Spell 

Type 

Level 1 

View mines 

A 

iSP' I 

Bless 

C 
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C 


Cure 
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C 
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C 

I 
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C 

3 I 

Storm 

C 

3 I 

Dimension door 

A 

4 1 

Town gate 
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4 1 

View all 
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4 I 

Armageddon 

C 

4 I 

Meteor shower 

C 

4 1 


spells, which give you great strategic and tac¬ 
tical information when properly used. As 
mage towers provide many other magical 



The Ultimate Sword of Dominion: Go ahead, 
make my day... 



All armies the same alignment — but the old 
warlock isn’t too good with the troops... 



Watch out for those plants; the wolves can't 
even move now... 


■ ■ 48 


Strategy Plus 






























































A well balanced plains town... A fireball might do the trick... We don’t need no stinkin’thieves'guild.. 



benefits as well, your resources are generally 
better used building them than constructing 
haunts for highwaymen. 

Build armies early, magic late. In the begin¬ 
ning, a good stack of trolls and ogres is awe¬ 
some; by the endgame, you will need to toss 
meteor showers and teleport spells about with 
abandon. It costs too much to build mage tow¬ 
ers early, but you will need them later. As the 
really useful combat and non-combat spells 
only come with level 3 and level 4 towers, you 
can’t skimp. Make sure that your best leaders 
have good spell casting abilities, via magic items 
and experience. And concentrate your magic 
items, too; it’s better to have one leader with 
+10 to attack than three at +3. 

Strategy is only a way for you to bring tac¬ 
tics into play effectively. Getting to the battle 
is half the problem. You can set up a relay of 
heroes to shuttle armies across a continent, 
however, if you plan correctly. Start with the 
troops you want to move under the com¬ 
mand of a hero. Move the cursor over the 
next hero in line, so you get the double 
arrow symbol that indicates an exchange 
order, and move. Once the first hero gets to 
the second, swap off the troops to that sec¬ 
ond hero, then move that second hero to an 
exchange with a third, etc. Once you acquire 
good magic skills, however, the best way to 
get the fire brigade to the fire is the trusty 
dimension door spell, used repeatedly. Two 
or three casts will cover a lot of ground, and 
leave you with enough mobility to attack the 
stack you just appeared next to. 

Once you get to the battle, you should 
fight smart. Use combined arms. Fast troops 
allow you to strike first; heavy troops absorb 
damage well. You need missile troops to win 
consistently. Your ranged weapons serve two 
purposes. First, they draw enemy fire like fire 
hydrants draw Dalmatians. The computer 
players will always attack the most dangerous 
missile units you have. You can use this to 
your advantage, of course, by attacking the 
attackers from their flanks. Secondly, your 
missile troops can devastate many enemy 
stacks before they ever get into range. Of 
course, if your troops fall victim to enemy 
spells or raiding gargoyles, you’ll have to have 
the back up of powerful armies with lots of 
hit points. A good hero with a defense bonus 
really helps protect missile troops. 


Though weak at first, magic is crucial. Build 
up your magical powers until you can tele¬ 
port, toss lighting, and cast meteor showers. 
Use the lightning on single strong stacks, the 
meteors on a cluster of weaker units. 
Teleport spells are great for airlifting your 
cyclopses or hydras behind enemy lines, 
where their sudden appearance will no doubt 
cause dismay. Haste is another vital spell, as it 
makes slow units like ogres much more effec¬ 
tive. And resurrection is great for top-end 
creatures like dragons and paladins; just be 
sure to cast it before the battle is over, as 
you can’t resurrect outside of a fight. And 
don’t forget the old berserker ploy; cast this 
on a unit in the midst of your foe’s host and 
watch the fun begin. Just make sure you cast 
berserk on a unit that hasn’t moved yet, or 
you’ll just waste the spell. 

Do not mix troop types; you do not want 
a multicultural army. You have four basic 
types of troops: plains, forest, farm, and 
mountain. With only one type of troop in an 
army, the morale bonus is +1. Two types is 
neutral, but three gets you a - I penalty, and 
all four types nets you a whopping -2 on 
morale, guaranteeing that your troops will 
freeze and panic in combat. It makes no dif¬ 


ference what the “alignment”of the hero is; 
any hero can lead any group of armies. 
Nomads, genies, and rogues don’t seem to 
have any alignment, but they make it impossi¬ 
ble to get the +1 bonus for having a homoge¬ 
nous army. If you make sure to grab every 
morale and luck bonus you can before you 
fight, your one-alignment army will have a 
great advantage in combat; just watch your 
paladins take four lucky swings, and see 
whose standing in the end. 

It is especially important that heroes who 
depend on magic have durable escorts. 
Nothing is as frustrating as having your high- 
level warlock with a zillion spells driven into 
exile because his escort of two archers and 
a peasant was zapped by ten sprites and an 
elf. Always remember that leaders only sup¬ 
port combat; they don't fight. They are impor¬ 
tant, however, so don’t be afraid to run 
away. Surrender, if you can afford it, or just 
flee, if it looks certain you are going down 
for the count. This is especially true if your 
hero is very experienced, or has many nifty 
geegaws with her. After all, you gotta be 
alive to be a hero... <0> 


Robert Mayer 




Overall average 

Includes top unit in each group (i.e., all units that you can produce) 

Alignment Growth HP Speed Attack Defend Min. Dam. Max. Dam. Cost 


Overall 
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465 


First line is average of all units in an alignment; second line is average w/o the top unit 
Alignment Growth HP Speed Attack Defend Min. Dam. Max. Dam. Cost 
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w/o Phoenix 
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You may not have a choice. 


IN COLLABORATION WITH 


WILLIAM COLBY OLEG KALUGIN 

CIA KGB 

FORMER DIRECTOR FORMER MAJOR GENERAL 



Unsurpassed film production enriches 
hours of realistic spycraft in a chilling 
world of intrigue. 



Gather intelligence online by linking to 
real websites and accessing up-to-the- 
minute information. 



Track the trajectory of an assassin s 
bullet, surveil double agents and intercept 
radio transmissions. 


As a CIA operative, you'll have many alternatives. 
Those that save your country. Those that save your 
ass... And those that do neither. You'll be all alone 
facing real-world dilemmas like those William Colby 
(former CIA Director) and Oleg Kalugin (former KGB 
Major General) confronted in their high-profile 
assignments. With decisions that threaten to destroy 
your moral fiber. 

Entangled global predicaments. Shocking 
classified intelligence. And consequences that impact 
the balance of world power. The stakes are high in the 
great game of espionage. Now you make the choice. 


COMING IN FROM THE COLD FEBRUARY 1 996. 
AVAILABLE ON DOS AND WINDOWS® 95 CD-ROM. 



BEGIN YOUR SPYHUNT AT http://WWW.ACTIVISION.COM. 




Activision is a registered trademark and Spycraft: The Great Game is a 
trademark of Activision. Inc. © 1995 Activision. Inc. All rights 
reserved Microsoft and Windows are trademarks of Microsoft 
Corporation. 











Steel Panthers 


Piercing the steel: 
Tips from the 
scenario designers 


I n 1977 I bought a board game that would 
forever change my perception of tactical 
wargaming. I opened the box; no cold, X- 
in-a-square NATO symbology cardboard 
counters here. These guys had guts, they had 
names - remember SGT Hill? And they led 
squads of men with distinct, detailed, national 
characteristics, in a gaming system with the 
most dynamic ebb and flow to ever grace a 
kitchen table. Of course, I’m talking about 
Avalon Hiirs groundbreaking WWII tactical 
simulation, Squad Leader. 

Eighteen years later, SSI’s Steel Panthers 
has done for computers what Squad 
Leader did for kitchen tables. The game is 
an impressive compilation of gorgeous 
screenplay, realism, and up-all-night fun. Yet, 
as always, once the love-at-first-sight gush is 
over, the question remains: How do I win? 
Hopefully, this article will provide some 
insight into thrashing the silicon replicas of 
yesteryear’s armies. To that end, I’ve man¬ 
aged to persuade a few Steel Panthers sce¬ 
nario authors (including myself) to give tips 
on scenario winning tactics. So grab your 
Thompson and clip on a couple of extra 
pineapples; we’re going to take a whirlwind 
tour of the most famous battles of the 
Second World War. But first, before we find 
out exactly how to win “When Tigers 
Pounce” let’s talk some generic tactics which 
help in any situation. 

Steel Panthers is realistic; realistic tactics 
will win battles. The use of combined arms is 
a necessity. When approaching a strong 
point, village or wooded area, pepper poten¬ 
tial fire team or anti-tank gun locations with 
artillery or machine gun fire. Even if your 
efforts don’t spill blood, they may pin the unit 
or force a withdrawal. 

Make good use of aircraft when available. 
This is especially true for the western Allies. 
Sometimes a Typhoon is your best bet to 
take out a Tiger. By the way, avoid calling 
airstrikes on adjacent enemy units; the pilots 
get easily confused. 

Use smoke lavishly. I prefer to place smoke 
in front of - rather than on - enemy posi¬ 
tions. That way, even if scattered, it does 
some good. A smoke mission which falls 
behind the enemy is useless. Infantry in Steel 
Panthers are given way more smoke 
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Russians swarm towards the water in “River Crossing” 


grenades than their flesh and blood counter¬ 
parts. Don’t complain, just use it. The bad 
guys can’t kill what they can’t see. 

The same goes double for armor. Perhaps 
it would be more apt to say “what you can’t 
see can kill you.” Get too aggressive with 
tanks, without infantry support, and you are 
sure to get a bloody nose. Try running the 
Panzers amuck in my “A Slap in the Face.” 
You’ll soon find out how deadly a 37mm anti¬ 
tank gun can be when fired at point blank 
range. Load troops on the armor; they help 
to spot ambushes and fend off enemy infantry 
assaults. Anyway, the GIs appreciate a lift. It’s 
good for morale. 

Here are some things that are not good for 
morale: adjacent enemy units, artillery bursts, 
incoming fire, dead platoon and squad lead¬ 
ers. To force units to surrender, pin them, 
move adjacent and pour on the lead. 

Artillery, even if not causing casualties, will 
frequently raise a unit’s suppression level 
when landing on or next to it. Incoming fire 
is bad; so avoid it! Use cover, smoke, and 
friendly suppressive fires to limit your expo¬ 
sure. Especially keep the BO/CO/DO, etc. units 
out of harm’s way. Losing a platoon leader 
will reduce your rally capability severely. 

Rally frequently. The computer will 
attempt to rally units at turn’s end. However, 
you should give it a try whenever a unit’s 
suppression level reaches ten or more. 
Attempt to rally before firing; you may gain 
shots or accuracy. Units within five hexes of 
the AO will use his rally rating. 

That’s a baseline, now for some specifics. 



Small unit tactics - An Italian squad pops smoke 
to avoid fire during the battle for Gela 


Strategy Plus’s first installment of Steel 
Panthers scenarios tips comes from John 
Welch. John designed eighteen of the original 
scenarios, in addition to working on several 
add on disks for David Landry’s Novastar 
Game Co. So, in his own words... 

A River Crossing 

Like many operations during the opening 
months of Barbarossa, the Germans faced 
superior numbers. This scenario requires the 
German player to make maximum use of its 
artillery assets. Get a few squads quickly for¬ 
ward to the tree line, then use them to 
direct artillery fire into the massed ranks of 
the counter attacking Russians. Without 
careful use of artillery, superior numbers will 
overwhelm the German bridging and bridge¬ 
head forces. 
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When Tigers Pounce 

An introductory scenario that is a real 
challenge for the Russian player. The Tiger 
platoon will make short work of your 
T 34/76’s, so initial discretion could make for 
eventual valor. After the German fire phase, 
pull your tanks back and deploy your infantry 
into the buildings in town. Use cover and 
force the Germans to move in close, then 
counterattack. At close range, your T 34/76’s 
and infantry can destroy or disable the 
Tigers. Time is on the Red Army’s side, so 
wait for the flank and rear shot. 

Singapore 

Much of Japan’s success in Singapore was 
due to the poor deployment of 
Commonwealth troops. As the Australian 
(British) commander, the key is to hold the 
northeastern roads and move the forces 
deployed north and west, south to Bukit 
Timah. Focus on river crossings and flank 
attacks to slow the Japanese forces. With 
better deployment, you can hold Bukit Timah 
and deny the Japanese the supplies they need¬ 
ed to continue the offensive. 

Sidi Rezegh 

Wargamers quickly discover that German 
armor was often inferior to Allied armor. In 
this scenario, the German player must first 
deal with the British AT guns located next to 
the airfield runways. Use the superior mobili¬ 
ty of your Panzers to outflank the slower but 
more heavily armored British tanks and 
destroy them. The use of artillery is also crit¬ 
ical to suppress British forces as your infantry 
moves across the “killing zone”to the airfield. 

Counterattack 

This scenario presents a formidable task 
for the Germans. You begin with a Russian 
attack on your column while it passes 
through an “undefended” town. Protect your 
panzers at all costs. Dismount the infantry 
and use APC’s to clear the town. Keep push¬ 
ing forward, but watch for ambushes. The 
clock is running so deciding how quickly you 
can proceed with or without infantry is the 
dilemma. Create two kampfgruppes, one 
armor-heavy the other infantry-heavy. Your 
armored schwerpunkt must have some 
infantry to deal with the close assault danger 
of Russian infantry. Once you approach the 
eastern village, use smoke to screen the 
Soviet AT guns until you can engage them 
with your armor. Push, push, push and hope 
the Russian air strikes aren’t too successful. 

Balkan Sideshow 

The shortest distance between two points 
is not always a straight line. For the Germans 


in Yugoslavia, the main road arteries were a 
series of ambushes and AT guns. To achieve 
victory, the German player should use the 
lightly armored but faster panzers to move 
south, across country before moving north to 
seize the key crossroads and artillery park 
while the heavier panzers and infantry pick 
their way down the main road. 

Stinging the Bear 

Due to the nature of fighting in Finland, 
finesse is difficult. In this scenario, the forces 
are equal, so commanders must focus on 
their strengths and the enemy’s weaknesses. 
For the Russians, immediately move your 
armor into a hedgehog defense behind some 
infantry to screen it from Finnish AT 
weapons. Soviet tanks are poorly armored 
but have long range fire capabilities...use 
them. For the Finns, concentrate your forces 
to press a pincer attack on the base of the 
Soviet column where the road enters the 
eastern map edge. If you can destroy the 
artillery and divisional HQ, then a rear attack 
on the Russian armor is the coup de grace in 
a brilliant victory. 

All That Glitters 

The British tanks are the key. If the 
Germans can destroy or disable them, then 
victory is possible. For the British, success is 
unlikely without them. The beach is a danger¬ 
ous place, but the British player must allow 
the Sherman Crabs and engineers to clear 
mines and dragon’s teeth or the rush to get 
off the sand will end in a smoking ruin. Focus 
your fire power, of all calibers, on the 
German fortifications. Don’t be afraid to use 
smoke to screen infantry as it assaults the 
coastal pill boxes; HE may not destroy the 
bunkers and could drift into friendly forces. 

Pegasus Bridge 

Historically, the British Paratroopers were 
able to seize and hold the Pegasus Bridge 
without great difficulty and the scenario plays 
that way. The real challenge is for the 
German player. The key to victory lies in the 
small counter attacking force northwest of 
the bridge. The panzers are a formidable 
weapon but the British Piat is a nasty AT 
weapon. Using combined arms tactics, scout¬ 
ing with your infantry and then digging out 
the paratroopers with tank cannon is a recipe 
for success. 

That’s it till next month. Then, we will 
cover more scenarios plus a few dirty tricks. 
Good gunning. <$> 


Mark H. Walker 



Tigers light up the hapless T-34/76 in "When 
Tigers Pounce.” 



A Zero attacks U.S. Marines on Wake Island 



It's Japanese versus German in this hypothetical 
scenario 
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Polish 37mm ATG engages Pz-llc during a replay 
of the author’s "A Slap in the Face” 
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BOARD GAMES 


ANCIENT 

4 Battls of Ancient World $21 

4 More Battles of A. World $25 

Alexander at Tyre $ 18 

Alexander’s Generals $33 

Ancient Empires $29 

Ancient Empires Supplements: 
Alexander $10 

The Successors $10 

Ancients $25 

Barbarians $33 

Battles of Alexander $33 

Bttles of Alexander Module $15 

Battles of Ancient World 2 $25 

Caesar: The Civil Wars $38 

Emperor’s First Battles $25 

Hannibal $35 

Imperator $21 

Peloponnesian War $29 

SPQR: Roman Battles $33 

SPQR Modules: 

Africanus $13 

Consul for Rome $13 

Pyrric Victory $13 

War Elephant $16 

Siege of Jerusalem $27 

VI Against Rome $27 

CIVIL WAR 

1862: Civil War $23 

1863: Amer Civil War $28 

3 Days of Gettysburg $49 

A House Divided $20 

Across Five Aprils 2 $25 

Antietam Campaign $25 

April's Harvest $24 

Army of the Heartland $36 

Autumn of Glory $21 

Barren Victory $26 

Bloodiest Day $29 

Bloody Roads South $27 

Blue & Gray $25 

Bobby Lee: Amer Civil War$37 
Brother Against Brother $33 

Campaigns of Civil War $21 

Chancellorsville $34 

Civil War $19 

Damn the Torpedoes $21 

Dixie: 1861 ea $9 

Embrace the Angry Wind $24 

Gettysburg $15 

Glory $30 

Guns of Cedar Creek $32 

Hallowed Ground $42 

Here Come the Rebels $23 

In Their Quiet Fields 1 or 2 $25 

Lee Takes Command $22 

Lee Vs. Grant $16 

Longstreet’s Assault $25 

Marchg through Georgia $21 

Mississippi Fortress $22 

No Better Place To Die $24 

Perryville $18 

Raid on Richmond $21 

Roads to Gettysburg $24 

Sam Grant $42 

Stonewall Jackson’s Way $27 

Stonewall in the Valley $29 

The War for the Union $32 

Thunder at the Crossroads $27 

War of the Rebellion $28 

FANTASY 

Battle Masters $42 

Dragon Dice $9 

Dragon Dice Set ea $5 

Dragon Lords $29 

Dragon Masters $42 

Dragon Quest $19 

Dragon Strike $33 

Dragonhunt $19 

Dungeon $16 

ElfQuest, 2nd Edition $20 

Hero Quest $29 

Hero’s Quest Pack ea $10 

Iron Dragon $25 

Leviathan $16 

Magic Realm $23 

Man O’ War $42 

Man O’ War/ Plague Fleet $29 

Man O’ War/ Sea of Blood $29 

Mertwig’s Maze Game $10 

Talisman, 3rd Edition $44 

Talisman-Dragon's Tower $25 

Talismn-Dungeon of Doom $25 

The Hobbit Adventure $29 

Titan $23 

Warhammer Fantasy $48 

Warhammer Fantasy Exp: 
Armies-Chaos $25 

Armies ea $16 

Cards ea $5 
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THE BAT- 
TLE FOR 
DRESDEN, 
1813’ recre¬ 
ates the bat¬ 
tle that raged 
for two days 
around the 
famed cultur¬ 
al center on 
the Elbe. It 
uses the 
acclaimed 
Napoleon on 
the Danube 
system. A tra- 
d i t i o n a I 
move/combat 
game S25 
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‘GURPS BASIC 

V. K T i. • .\ > 

SET’ is the 

GU 

RPSl 

most flexible 
roleplaying sys¬ 
tem ever creat¬ 
ed. With just this 



Basic Set, you 

• 

s 

can adventure in 



any world you 

a “x 

% 

can imagine. 

♦ jA • \ 


Rules are includ¬ 


\ 

ed for all types of 

: r; 


weapons from 


clubs to lasers... 
for wizards and 

H 

BASIC SET 

I ' ll ' • KfU-l ' 

magic, with more 
than 100 spells... 
for psionic pow¬ 

STEVE JACKSON GAf/ES 



ers. SI 6 
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•RIFTS 
JAPAN’ Over 
200 pages, 
with more 
world informa¬ 
tion about the 
Coalition 
States and 
other places. 
The anti tech¬ 
nologists of the 
New Empires 
and three new 
Glitter Boys, 
winged power 
armor, spy 
armor, robots, 
weapons and 
more. S16 



BOARD GAMES 


MEDIEVAL 

Age of Chivalry 2 $27 

Black Prince $25 

Crossbows & Canons 2 $33 

Henry V $28 

Ironsides $28 

The Crusades II $28 

MODERN 

2nd Fleet $24 

3rd Fleet $27 

6th Fleet $23 

7th Fleet $27 

Across the Suez $13 

Aegean Strike $19 

Attack Sub $19 

Back to Iraq $18 

Battlefield Europe $22 

Central America $23 

Crisis: Korea 1995 $29 

Crisis: Sinai 1973 $30 

Firepower $23 

Flashpoint: Golan $29 

Flight Leader $21 

Gulf Strike $29 

Harpoon $25 

South Atlantic War $10 

Troubled Waters $9 

Harpoon, Naval Review $14 

IDF (Israeli Defence Force) $29 
Light Division $24 

Main Battle Tank $24 

Mid-East Peace $16 

Modem Naval Battles $16 

Modem Naval Bttles 2 or 3 $19 
Nato $15 

Phantom Leader $25 

Phase Line Smash $25 

Sinai Front $30 

Stand & Die $50 

TacAir $19 

Team Yankee $20 

The Speed of Heat $36 

Thunderbolt & Apache $27 

Up Front Module $12 

RAILROAD 

1830:Railroads & Robbers $20 
1835 $49 

1856 $37 

1870 $38 


1 

BOARD GAMES 

9 

BOARD GAMES 

E 

BOARD GAMES 

X 

BOARD GAMES 

t. 


‘CRISIS: 

KOREA 

1995’ allows 
players to 
fight a near 
future war on 
the peninsu¬ 
la. Players 
have access 
to virtually 
all available 
military 
assets of 
North and 
South Korea, 
as well as large 
forces from the 
USA and the 
PRC. S29 


BOARD GAMES 


NAPOLEONIC 

Austerlitz $30 

Battle for Dresden: 1813 $25 

Battles for Empires $32 

Bttls for Empires Scenarios $25 
Battles of Waterloo $33 

Borodino $29 

Eagles of Empire ea $29 

Empires at War $24 

Empires in Arms $27 

Frm Valmy to Waterloo $30 

L'Armee du Nord $33 

Napoleon’s Battles $23 

Napoleon’s Battles 2 $14 

Napoleon's Battles Kit $12 

Napolean's Battles Exp $13 

La Bataille: 

Preussihch-Eylau $30 

d'Albuera-Espagnol $30 

d'Espagnol Talavera $40 

d'aurstaedt $30 

de Corunna-Espagnol $36 

de Ligny $39 

de Mont St. Jean $33 

de Mont St. Jean Deluxe $62 

de Quatre Bras $31 

de Wavre $25 

du Nord: Belgium 1815 $33 

Napoleon at Austerlitz $20 

Napoleon at Leipzig $30 

Napoleon on the Danube $19 

Napoleon’s Campaigns: 

Italian Campaigns $22 

Leipzig Campaign $25 

Napoleon / Waterloo $30 

Peninsula Campaign $22 

Russian Campaign $22 

Napoleon Wars Exp 2 or 3 $11 

Napoleon Later Battles $25 

The Emperor Returns $28 

The Napoleonic Wars $31 

War & Peace $23 

War to the Death $21 

Wellington's Victory $16 

Wooden Ships & Iron Men $19 

SPORTS 

Baseball Strategy $17 

Bowl Bound $15 

Club Golf $22 


Advance Tracks to Telluride$21 Dynasty League Baseball $36 


SCIENCE FICTION 

2038 $34 

Alpha Omega $19 

Battletech, Objctive Raid $13 
Battletech, 3rd Edition $19 

BattleTech Cmpendium CD $33 
Blood Berets $29 

Blood Bowl $45 

Blood Bowl / Death Zone $29 
Cosmic Encounter $29 

Critter-Tek $13 

Dragon Fire $21 

Federation & Empire Dluxe $38 
Carrier War $17 

Special Operations $9 

Fury of the Clansmen $29 

Gateway to the Stars $22 

Hacker lor 2 ea $16 

Imperium, 2nd Edition $20 

Kill Zone $21 

Merchant of Venus $25 

Necromunda $44 

Roadkill $19 

Silent Death $42 

Space Marine $49 

Star Fleet Battles $25 

Starforce Terra $19 

Starship Troopers $29 

Stellar Conquest $ 19 

Warhammer 40K $47 

Warhammer Quest $47 

STRATEGY 

Advanced Civilization $25 

Blackbeard $27 

Britannia $19 

Civilization $29 

Colonial Diplomacy $42 

Coup $12 

Deluxe Diplomacy $42 

Diplomacy $19 

Enemy in Sight $12 

Feudal $18 

Florida $25 

Guerilla $19 

History of the World $27 

Kingmaker $19 

Kremlin $16 

Kremlin Module $8 

Lords of Sierra Madre $34 

Machiovelli $29 


THE AMERICAN REVOLUTION 

1776 $22 

Give Me Liberty $25 

Rebels & Redcoats 1 or 2 $25 
War of 1812 $22 

VIETNAM / KOREA 
Battles of the Korean War $33 
Frozen Chosin $25 

Platoon $16 

Rolling Thunder $25 

Silver Bayonette $17 

Tet Offensive $33 

The Korean War $18 

Vietnam $18 

WAR GENERAL 
Alamo $15 

Battle of Alma $28 

Black Death $9 

Blood & Iron $25 

Cmpgn Frederick the Great $24 
Geronimo $32 

Kolin:Frederick’s 1st Defeat$34 
Lion of the North $29 

Quebec 1759 $25 

Roarks Drift $27 

The ‘45 $25 

The Kings War $30 

Thirty Years War Quad $27 
Zomdorf $36 

WORLD WAR 1 
Aces High $24 

Aces High the Amer. Aces $24 
Aces of Aces Powerhouse $19 
Ironclads $32 

Ironclads Expansion Set $30 
Knights of the Air $19 

Landships $27 

Lawrence of Arabia $20 

March to Victory $40 

Richtofen’s War $19 

SMS Goeben $32 

Trenchfoot $16 

World War One $11 

WORLD WAR 2 
12 O’Clock High $23 

1944: The Second Front $32 
Advanced Squad Lead Module: 
Beyond Valor $33 

Code of Bushido $29 

Croix de Guerre $27 


WORLD WAR 2 

A Line in the Sand $25 

A Winter War $29 

Aachen $23 

Advanced Squad Leader $38 

Advanced Third Reich $38 

Afrika $21 

Afrika Korps $12 

Air Bridge to Victory $19 

Air Force $23 

Ambush $27 

Ambush Module/Silver Star $15 
Ambush Mod./Purple Heart $17 
Arctic Storm $19 

Ardennes $27 

Army Group Center $24 

Avalanche: Salerno $31 

Axis & Allies $33 

Axis & Allies Accessories: 
Plastic Minies $25 

WW 2 Expansion $14 

WW 2 Expansion 2 $21 

WW 2 Expansion 3 $37 

Max’s Advanced Rules $10 

Middle East Combat $16 

World at War Deluxe $15 

World at War Color Map $12 

Worlds at War ‘39-’45 $38 

B-17 $18 

Balkan Front $29 

Barbarossa $25 

Battle for Germany $12 

Battle for Italy $38 

Battle for the Ardennes $26 

Battle of the Bulge $16 

Battle Over Britain $21 

Berlin‘45 $17 

Black Wednesday $32 

Blood & Thunder $30 

Blood on the Snow $22 

Bodygaurd-Overlord $29 

Breakout: Normandy $23 

Campaign to Stalingrad $29 

Carrier $27 

Carrier War $25 

Command at Sea $41 

Eighth Air Force $25 

Empire of Rising Sun $41 

EuroFont $29 

For Whom the Bell Tolls $54 


WORLD WAR 2 


Rommel in the Desert 

$30 

Russian Front 

$21 

Second Front 

$83 

Sink the Bismarck 

$23 

Squad Leader 

$23 

Squad Leader Module 

$19 

Stalingrad Pocket 2 

$26 

Tactics 2 

$12 

Third Reich 

$19 

Tunisia 

$33 

Turning Point Stalingrad 

$19 

Twilight War 

$17 

Typhoon 

$37 

Ukraine '43 

$29 

Up Front 

$19 

Up Front Module 

$12 

Victory in the Pacific 

$17 

War at Sea 

$12 

War in the Desert 

$65 

West Front 

$44 

Winter Storm 

$33 

World War 2 

$33 

World in Flames 

$49 

World Flames Upgrade 

$14 

World in Flames Expan. 

3 $17 

REFERENCE BOOKS 

Army of North Virginia 

$12 

German Army 1914-18 

$12 

Panzer Division 

$12 

Roman Army 

$12 

Russian Army 

$12 

Waffen -SS 

$12 


CARD GAMES 


Starter/Booster Decks 
Highlander $8/$2.50 

Hyborian Gates $9/$3 

Illuminati $10/$2.50 

Legend of Five Rings $7/3 
Magic the Gatherng $8/ 

/4th Edition Booster /$2 
/Chronicles Booster /$2.50 
/Fallen Empires Booster/$1.50 
/Homelands /$2 

Middle Earth $9/$3 

Overpower $9/$3 


Arcane Magic 

$25 

Australian Rails 

$21 

Football Strategy 

$12 

Maharaja 

$23 

Gung Ho 

$38 

Hitler's War 

$15 

Quest for the Grail 

$7/ 

Battle Magic 

$28 

British Rails 

$21 

Statis Pro Basketball 

$24 

Material World 

$32 

Hedgerow Hell 

$15 

Last Battle for Germany 

$29 

Rage 

$8/$3 

Conquest 

$20 

Empire Builder 

$25 

Statis Pro Grt Tm Baseball $19 

New World 

$19 

Hollow Legions 

$19 

Legend Begins Expan. Kit 

$16 

/Umbra 

$2 

Warhammer Quest 

$47 

Eurorails 

$25 

Statis-Pro American League $19 

Pax Britannica 

$18 

Kampfgruppe Peiper 

$27 

Leningrad 

$11 

Shadowfist 

$10/$3 

Warhammer Quest Expansion: 

Express 

$11 

Statis-Pro Baseball Cards 

$13 

Republic of Rome 

$29 

March to Oblivion 

$29 

London’s Burning 

$29 

Sim City Limited Edition$8/3.50 

Elf Ranger 

$13 

Great Western Railway 

$36 

Statis-Pro Football Cards 

$14 

Risk 

$27 

Paratrooper 

$15 

Luftwaffe 

$23 

Star Trek TNG 

$8/$3 

Imperial Noble Pack 

$13 

Nippon Rails 

$21 

Superstar Baseball 

$18 

Supremacy, 3rd Edition 

$42 

Partisan 

$15 

Norway: 1940 

$30 

Starship Command 

$23/ 

Troll Slayer 

$13 

North American Rails 

$21 

Title Bout 

$19 

The New Acquire 

$25 

Red Barricades 

$19 

Over the Reich 

$30 

Towers in Time ea 

$8/$3 

Warrior Priest Pack 

$13 

Rail Baron 

$19 

Win, Place & Show 

$17 

Tournament Terrace 

$29 

Streets of Fire 

$15 

Pacific War 

$37 

Vampire 

$9/$3 

Wizard’s Quest 

$17 

Rocky Mountain Rails 

$13 

World Cup Ftball (Soccer) 

$38 

Viceroys 

$25 

The Last Hurrah 

$14 

Panzer Leader 

$23 

Wing Command 

$7/$3 

Xanth 

SPLUS296B1 

$21 

Tracks to Telluride 

$42 

Wrasslin' 

$15 

We the People 

$29 

Yanks 

$27 

Panzerblitz 2 

$25 

Wyvern Limited Edition $6/$2 
© 1995 CHIPS & BITS. INC. 
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AD&D PLAY¬ 
ERS OPTION: 
SKILLS & POW¬ 
ERS' These 
pages hold the 
keys to humans 
who spot secret 
doors as easily as 
e 

who sense illu¬ 
sions, half ogre 
sword masters 
and a multitude of 
other characters. 
This rulebook 
presents an alter¬ 
native approach 
to AD&D char¬ 
acters. SI 6 
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KINGMAKER’ 

Set in the midst 
of a chaotic En¬ 
glish Civil War, 
Kingmaker will 
astound you 
with its oppor¬ 
tunity for 
diplomacy, 
fast moving 
play, and sim¬ 
ple mech¬ 
anics. Not a 
wargame in the 
classic mold. 
Kingmaker is 
a game the 
entire family 
can enjoy. SI 9 
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•HITLER’S 
WAR' exam¬ 
ines the war in 
Europe at 
several levels. 
Learn in easy 
steps, layered 
instructions 
let you get 
into play 

quickly. 
Choose from 
three scenar¬ 
ios: Operation 
Barbarossa. 
The fall of 
Germany and 
War for 

Europe. SI 5 
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‘AD&D 
BIRTHRIGHT: 
SWORD AND 
CROWN’ This 
adventure 
contains a 64 
page book 
crammed with 
details about 
the setting, 
the situation, 
and the char¬ 
acters, plus a 
full color map- 
sheet. It is 
designed for 
use with the 
Birthright 
boxed set. S8 
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‘AD&D 
PLANESCAPE: 
THE ETER¬ 
NAL BOUND¬ 
ARY' is an 
adventure for a 
party of 4 to 6 
characters of 
1st to 5th lev¬ 
els. Players are 
introduced to 
the city of Sigil. 
the Cage, as 
some call it 
inside this 
crossroads to 
the planes, a 
sinister plot 
unfolds. S9 


KOLIN’ offers 
the first 

authentic treat¬ 
ment of battles 
during the Age 
of Reason. 
Special com¬ 
mand and 
movement 
rules reflect 
the inflexible 
and difficult 
nature of com- 
m a n d i n g 
armies of the 
day compared 
to their Nap¬ 
oleonic decen- 
dants. $34 
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RPG: SCIENCE FICTION 


CYBERPUNK 2020 


Cybergeneration $15 

Cyberpunk 2020 $16 

Cybersheets $6 

Data Screen $10 

EARTHDAWN 

Earthdawn Companion $15 

Earthdawn $23 

FLOATING VAGABOND 
Floating Vagabond $12 

Where's George $13 

GURPS SCI-FI 

Aliens $14 

Atomic Horror $14 

Cyberpunk $14 

Cyberworld $14 

Lensmen $14 

Robots $14 

Time Travel $14 

Time Travel Adventures $14 

War Against the Chtorr $14 

HEAVY GEAR 

Game Masters Starter Kit $24 

Heavy Gear $19 

Terra Nova Sourcebook $19 

MACROSS 2 

Macross 2 $11 

Sourcebook 1 $9 

Spacecraft & Deck Plans ea $9 
MECHWARRIOR 
Living Legends $10 

Mechwarrior, 2nd Edition $13 

Mechwarrior Companion $12 

PARANOIA 

Bot Abusers Manual $13 

Computers Shoot Twice $6 

Don’t Take Y'r Lazer to Town $6 

ROBOTECH 

Invid Invasion $11 

Mecha of Southern Cross $7 

RDF Accelerated Training $7 

REF Field Guide $13 

Robotech $11 

Sentinels $14 

The Zentaedi $7 

Zentraedi Breakout $9 

SPACE 1889 


RPG:FANTASY 


AD&D 2ND EDITION RULES 


Dungeon Masters Guide $15 
Monstrous Manual $19 

Players Handbook Revised $18 
AD&D Accessories 
Art of the AD&D Game $14 
Book of Artifacts $16 

Character Record Sheets $9 
Chronomancer $11 

City Sites $11 

Country Sites $11 

Dungeon Masters Screen $6 
Dungeons of Mystery $15 
Encyclopedia Magica 1 or 2 $19 
Encyclopedia Magica 3 or 4 $18 
Magic Encyclopedia 1 or 2 $9 
Rogue’s Gallery $11 

Shaman $11 

Strongholds $15 

Treasure Chest $11 

Treasure Maps $11 

AD&D Adventures 
Cleric’s Challenge 1 or 2 ea $6 
Fighters Challenge 2 $6 

Inside Ravens Bluff $8 

Labyrinth of Madness $9 
Night Below $25 

Temple, Tower & Tomb $6 
Wizard’s Challenge 2 $6 

Al-Qadim Accessories + 

A Dozen & One Tales $15 
Caravans $15 

Cities of Bone $15 

City of Delights $16 

Corairs of the Great Sea $15 
Ruined Kingdoms $15 

Sha’ir’s Handbook $15 

AD&D Audio Adventures 
First Quest $22 

Hail the Heroes $12 

Karameikos $22 

Night of the Vampire $12 
Red Steel Campaign Exp $22 
Track of the Vampire $13 

Track of the Werewolf $13 

Birthright 

Birthrigh Setting $25 

Blood Enemies $15 

Birthright Adventures 
Sword & Crown $8 

Birthright Sourcebooks 
Endier Domain $7 

Roesone Domain $7 

Tuornen Domain $6 

AD&D Boxed Sets 
Council of Wyrms $19 

Dungeon Master Decks 
Adventure Design Deck $15 
Deck of Encounters lor 2 $16 
Deck of Magical Items $16 
Priest Spell Cards $16 

© 1995 CHIPS & BITS, INC. 


RPG:FANTASY 


Dungeon Master Accessories 


Arms & Equipment Guide $15 
Castles Guide $12 

Complete Book of Villains $15 
Creative Campaigning $12 
Dungeon Master Rulebook $16 
Monster Mythology Guide $12 
Tome of Magic $17 

Dark Sun Accessories 
Campaign Setting Revised $24 
Complete Gladiator $13 

Dark Sun Boxed Set $17 
Dune Trader $10 

Fall of the Dragon King $25 
Slave Tribes $10 

Terrors of the Desert $12 
Valley of Dust & Fire $10 
Veiled Alliance $10 

Dark Sun Adventures 
Black Flames $13 

Black Spine $19 

Dragon’s Crown Adventure $19 
Forest Maker $13 

Freedom $12 

Merchant House of Amketch $13 
Road to Urik $12 

Dark Sun Sourcebooks 
City by the Silt Sea $19 

Citystate of Tyr $10 

Dragon Kings Hardbound $16 
Elves of Athas $10 

Ivory Triangle Campgn Exp $16 
Will & the Way $12 

Forgotten Realms Accessory 
Atlas of Frgttn Realms Wrld$13 
Giantcraft $13 

Forgotten Realms Adventure 
Anauroch $10 

Book of Lairs $12 

Dwarves Deep $8 

Horde Campaign $12 

Marco Volo: Arrival $6 

Marco Volo: Departure $6 
Marco Volo: Journey $6 

Storm Riders $8 

The Black Courser $8 

The Doom of Daggerdale $6 
The Shining South $10 

The Sword of the Dales $6 
Waterdeep $7 

Forgotten Realms Boxed Sets 
City of Splendors $19 

Elminster’s Ecologies $19 
Forgotten Realms Campgn $22 
Great Khan Game $11 

Horde $15 

Maztica FR Setting $16 

Menzoberranzan $22 

Ruins of Myth Drannor $16 
Ruins of Undermountain $16 
Ruins of Undermntn 2 $19 


RPG:FANTASY 


Forgotten Realms Sourcebks 


Aurora’s Realms Catalog $8 
Code of the Harpers $13 
Dalelands $9 

Drow of the Underdark $13 
Elves of Evermeet $13 

Forgotten Realms Advnturs$16 
Guide to Forgotten Realms $13 
Pirates of the Fallen Stars $13 
Volo’s Guide to Cormyr $11 


Volo’s Guide to Sword Coast$9 
Volo's Guide to Waterdeep $9 
Volo’s Guide to the North $9 
Monstrous Compendiun 
Birthright: Book of Monster $15 
Dark Sun:Terrors of Desert $11 


Fiend Folio Creatures $10 
Kara-Tur $15 

Mystara Mnst Compendium$15 
Outer Planes Creatures $11 
Ravenloft Appendix 3 $15 

Planescape 

Campaign Setting $25 

Planes of Chaos Boxed Set$22 
Planes of Conflict $25 


Player’s Accessories 

Rulebook Combat & Tactics$16 
Rulebook Skills & Powers $16 

‘Complete’ Players Accessory 


Barbarians Handbook $15 
Fighter Manual $15 

Ninja’s Handbook $15 

Paladin's Handbook $15 
Priest’s Handbook $15 

Psionics $15 

Ranger $15 

Spacefarer $13 

Ravenloft Adventures 
Ravenloft Boxed Set $15 
Ship of Horror $9 

Ravenloft 

Nightmare Lands $16 

Ravenloft Campaign Setting $25 
Ravenloft Setting $16 

The Gothic Earth Gazetteer$16 
AD&D Sourcebooks 
Guide to Dragonlance Wrld $15 
Legends & Lore $16 

Players Guide to F Realms $13 
ARS MAGICA 

A Winter Tale $9 

Ars Magica 3rd Edition $19 
Medieval Handbook $16 

Midsummers Night Dream $10 
Mythic Europe $15 

Mythic Places $9 

Pact of Pasaquine $11 

Twelfth Night $10 

Wizard's Grimoire $15 

BLOODSHADOWS 
Bloodshadows $25 


RPG:FANTASY 


CASTLE FALKENSTEIN 

Castle Falkenstein $25 

Castle Falkenstein Sftcover$19 


Comme II Faut 

$12 

Lost Note of Leo Da Vinci 

$14 

POLY DICE SETS 


Opaque Set Assorted 

$3 

Pearlescent Set Assorted 

$6 

Transparent Set Assorted 

$5 

Twinkle Set Assorted 

$6 

ELRIC 


Atlas of the Young Kngdom$12 

Elric 

$16 

Fate of Fools 

$10 

The Bronze Grimoire 

$10 

EVERWAY 


Everway 

$28 

FANTASY EARTH 


Book of Magic 

$12 

Fantasy Earth 

$12 

GURPS 


Bestiary 

$14 

Bunnies & Burrows 

$14 

China 

$14 

Cliffhangers 

$11 

Deathwish 

$7 

Espionage 

$14 

Fantasy 2nd Edition 

$15 

GURPS Rulebook 

$16 

Hig-Tech 2nd Edition 

$14 

IOU 

$15 

Magic Items 2 

$14 

Martial Arts 

$13 

Martial Arts Adventures 

$14 

Operation Endgame 

$14 

Psionics 

$14 

Supporting Cast 

$14 

Timeline 

$14 

Ultra-Tech 2nd Edition 

$14 

Update 2nd-3rd Edition 

$5 

Vehicles 

$16 

GURPS Fantasy 


Camelot 

$14 

Conan 

$14 

Fantasy Adventures 

$14 

Fantasy GM Pack 

$8 

Grimoire 

$14 

Magic 2nd Edition 

$14 

MERP2 


MERP2 Collectors Edition 

$22 

MERP2 Softcover Edition 

$16 

RIFTS 


Juicer Up Rising 

$16 

Rifts Limited Edition 

$28 

Rifts 

$19 

Sourcebook 1 

$11 

World Books ea 

$13 

ROLEMASTER 


Arms Companion 

$13 

Arms,Claw Law 2nd Edition $10 

Character Sheets 

$10 

Reader Service No. 33 


RPG:FANTASY 


RUNEQUEST 

River of Cradles $17 

RuneQuest 4th Edition $19 

Runequest Dlx Book $19 

SKYREALMS OF JORUNE 
Skyrealms of Jorune $16 

Sobayid Atlas $15 

TOON 

Ace Catalog $16 

Toon Deluxe $16 

Toon Tales $16 

Tooniversal Tour Guide $16 

WARHAMMER FANTASY 
Apocrypha Now! $11 

The Enemy Within Vol. 1 $11 

Warhammer Fantasy $19 


RPG: HORROR 


CALL OF CTHULHU 

Blood Brothers 2 $15 

Cairo Guidebook $10 

Call of Cthulhu, 5th Edition $16 

Dire Documents $7 

London Guidebook $10 

Sacraments of Evil $14 

Strange Aeons $11 

Ye Book of Monstres $10 

Call of Cthulhu Adventure 
Cthulhu Casebook $15 

Dreamlands, 2nd Edition $13 

Dwellers in the Shadow $16 

Escape from Innsmouth $16 

Fatal Experiments $14 

Horror on t’ Orient Express $29 

Mansions of Madness $14 

CHANGELING 

Changeling $19 

Changeling Screen $15 

CHILL 

Chill, Hardbound $19 

Chill $16 

Undead & Buried $9 

Voodoo Sourcebook $12 

GURPS HORROR 
Blood Types $15 

Creatures of the Night $14 

CthuIhuPunk $16 

Horror $14 

Mage:The Ascension $16 

Vampire Companion $16 

Vampire: The Masquerade $16 

Werewolf: The Apocalypse $16 

IMMORTALITY 

Immortality: Lost Trinity $16 

MAGE 

Book of Madness $13 

Book of Shadows $15 

Sons of Ether $10 

Technocracy: Iteration X $10 

Verbena $10 


RPG: HORROR 


NEPHILIM 

Gamemaster’s Veil $12 

Nephilim $18 

Secret Societies $14 

NIGHTSPAWN 

Nightspawn $16 

RAPTURE 

Oracle Screen $9 

Rapture $19 

SPACE 1889 

Temple of the Beastmen $24 

VAMPIRE HUNTERS 

Vampire Hunter$ $16 

VAMPIRE 

Blood Nativity $5 

Storyteller’s Handbook $15 
Storyteller’s Screen $10 

Unholy Allies $6 

Vampire $19 

Vampire Players Guide $18 
Vampire Sourcebooks 
Anarch Cookbook $13 

Book of Nod $8 

Clan Books ea $10 

Diablerie: Britain $15 

Eternal Struggle $7 

Sabbat Storyteller’s Hndbk $13 
Tim Bradstreet Portfolio $16 
WEREWOLF 

Game Masters Screen $10 
Werewolf, 2nd Edition $19 
Werewolf Adventures 
Under a Blood Red Moon $10 
Valkenburg Foundation $10 
Ways of the Wolf $10 

Werewolf Sourcebook 
Caerns: Places of Power $13 
Children of Gaia Tribebook $10 
Dark Alliance Vancouver $13 
Monkey Wrench: Pentex $10 


Player’s Guide to Werewolf $15 
Rage Across the Amazon $13 

WORLD OF DARKNESS 


Dark Destiny $13 

Dark Destiny 2 $16 

Gypsies $13 

Mummy $11 

Outcasts $13 

World of Darkness $13 

WORLD OF NECROSCOPE 
Deadspeak Dossier $13 

Demon's Dream $6 

Sorcerers'Crib Sheet $13 

WRAITH 

Character’s Kit $10 

Dark Reflections: Spectres $10 
Player’s Guide $10 

Storyteller’s Screen $10 

The Hierarchy $10 

The Oblivion $15 

Wraith $19 


Referee’s Screen $8 

Space 1889 Rules $20 

Tales from the Ether $6 

SPECIES 

Species $21 

STAR WARS 

Star Wars Hardcover $19 

Star Wars Sourcebook $18 

Star Wars Adventures 
Battle for the Golden Sun $10 

Black Ice $10 

Classic Adventures 2 $13 

Crisis on Cloud City $10 

Death in the Undercity $10 

Domain of Evil $10 

Mission to Lianna $10 

Otherspace 1 or 2 ea $10 

Planet in the Mist $10 

Riders of the Maelstrom $10 

Scavenger Hunt $10 

Starfall $10 

Strike Force: Shintipole $10 

Supernova $13 

Twin Stars of Kira $13 

Star Wars Sourcebooks 
Classic Campaigns $13 

Cracken's Rebel Operative $13 

Dark Empires Sourcebook $19 

Dark Force Rising $15 

Gamemaster Handbook $15 

Imperial Sourcebook $18 

Last Command $18 

Miniatures Rules $15 

Movie Trilogy $19 

Rebel Alliance $18 

The Jedi $19 

Wanted by Cracken $13 

Star Wars Supplements 
Creatures of the Galaxy $13 

DarkStryder $25 

Deathstar Companion $13 

Fantastic Technology $13 

Gamemaster's Screen $10 

Planets of the Galaxy 3 $13 

TRAVELLER: TNE 
Battle Rider $25 

Brilliant Lances $25 

Deluxe Traveller: TNE $34 

Player Forms $8 

Referee Screen $8 

Traveller: The New Era $22 


REFERENCE BOOKS 


Dragon Chronicles, 1-3 ea $16 


Moreta: Dragonlady $24 

Necromancer $23 

People of the Fire $16 

Queen of the Damned $16 

Star Trek TNG: Izmad $17 

Star Wars Dark Empire $17 

Teklords $16 

The Hobbit $23 

The Vampire Lestat $16 
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blizzard entertainment home page 

http://www.blizzard.com 
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The saga for (he control of the mystic kingdoms of Azeroth 
is continued in this exciting new release from Blizzard 
Entertainment. 

Warcraft II: Tides of Darkness will take the continuing saga 
of Azeroth to the next level as the battle rages on over land 
sea, and air. Using unique new weapons of war thatindud 
Dragons, Battleships, Elven Archers, Zepplins, Death 
Knights and Juggernauts, both Humans and Ores will use 
combined-arms tactics in an effort to become the true rule 
of Azeroth. 

The *Fog of War" increases strategy by requiring players to 
utilize line-of-sight and scouting tactics. SVCAgraphics, 6 
players network support, a map four times as large as its 

/TAmhaf.EnnlAfl_Tha A1 


Blizzard Entertainment is one of the newest 
and most exciting companies around. Their 
big breakthrough came with last year’s 
tremendously popular Warcraft: Ores 
and Humans. The sequel, Warcraft II, 
looks to carry on its predecessor’s tradi¬ 
tion of high-quality, real-time network play. 

I recently took a peek at Blizzard' s home 
page, mainly to see what new projects they 
were up to. I hoped to find more than 
Warcraft II, and I wasn’t disappointed. 

pax imperia 2 

Pax Imperia was a Macintosh-only game of 
space conquest. Though it never reached 
the PC, the game was very highly regarded 
by the strategy gamers who got a chance to 
play it, so a sequel was a logical next step. 

It wasn’t surprising, therefore, to see Pax 
Imperia 2 on Blizzard's list of forthcoming 
releases. This game promises to be a huge, 
sprawling design that offers the player bil¬ 
lions of options regarding the game uni¬ 
verse, ship design, research and technology, 
and even species design. It claims to include 
a detailed political and economic model, plus 
3-D rendered space combat. Last, but hard¬ 
ly least, Pax Imperia 2 will support 16 
player network games, and will allow Mac 
and PC gamers to participate in the same 
network games. 

All in all, Pax Imperia 2 looks to be a 
groundbreaking title, not in theme or plot 
(“Hey, guys. Let’s go conquer the universe 
again.”) but in scope and play value. Let’s 
hope that the programmers can fit even 
half of what they’ve promised into the fin¬ 
ished product. 

shattered nations 

Another forthcoming title from Blizzard will 
be Shattered Nations. Set in a Mad Max 
style universe, where players scavenge 
through the wreckage of a ruined civilization 
for anything that might be useful, 

Shattered Nations promises to be a little 
different than your average “rule the world” 


strategy game. Instead of starting 
with a kingdom or a modest 
empire, the player begins with next 
to nothing. The first order of busi¬ 
ness is to build up a substantial 
population and start to reclaim the 
technology of the past. 

The concept is hardly revolu¬ 
tionary, since many games have 
borrowed the post-apocalypse 
mythos for a backdrop. However, 
very few of these games have suc¬ 
ceeded in tapping the vast possibil¬ 
ities of such a world. A game 
where the player competes for 
limited resources, rediscovers old 
technologies, and expands a patchwork 
empire has great potential. With Blizzard's 
tradition of quality network play and solid 
game engines, it’s my guess that Shattered 
Nations will be one of the first games in 
the post-apocalypse tradition to live up to 
its potential. 
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diablo 

When you think of Blizzard , you definitely 
don’t think of adventure or role-playing. Yet 
if you look at Blizzard's page of forthcoming 
releases, you will immediately notice 
Diablo, a game in a different vein entirely. 
As it says on the Web page: “Diablo trans¬ 
ports you to a medieval village plagued with 
an evil darkness. In a quest for vengeance, 
the central character descends into a crypt 
and expansive labyrinth hidden beneath the 
decaying town. 

Adventures focus on 
exploration, conflict, and 
character development 
as you travel deeper into 
the underworld’s 
demonic halls.” 

In other words, it’s 
being billed as your stan¬ 
dard RPG, complete with 
lots of combat and char¬ 
acter development. 

However, this has the 
potential to be a really 
different RPG. First of all, 
it’s claimed that charac- 
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ter interaction will play a big part in your 
quest. Now, lots of games have claimed this, 

I know... but we can keep on hoping that 
one of these days another game like Ultima 
IV will come along, reasserting the value of 
character interaction as well as simple-mind¬ 
ed combat. Speaking of Ultima, the screen- 
shots provided on the page suggest an iso¬ 
metric, Ultima-style view of the game: a 
refreshing change from the current trend of 
3-D slugfests. 

Another promising element: the upper 
world is limited to a single village. Why is 
this so promising? In this reviewer’s humble 
opinion, too many RPGs try for a “grand 
scale” approach, where hundreds of card- 
board-cutout citizens inhabit dozens of 
towns and cities. That’s fine to a point, but 
it limits the individuality of each character. 
How long did you spend chatting with the 
folks in The Elder Scrolls: Arena? Not 
very long, I’d wager. Aside from their unique 
names, those citizens were all pretty much 
the same. 

A game based in a village would allow 
much more scope for true interaction. With 
fewer characters to worry about, the game 
designers could ensure that each villager 
actually had something unique to say. In 
other words, a game like Diablo introduces 
the possibility of characters with... well, 
character. Let’s hope that Diablo breaks 
some new ground in the area of character 
interaction, because quite frankly, this partic¬ 
ular soil has gone untilled for quite some 
time. —jgb 
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Warcraft II: Tides of Dark nes s shi ps t o 
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Warcraft II strategy guide in the works. 


Warcraft: Ores & Humans for the Macintosh 
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ici — the details 

confirmed kill developer’s plans for the future 


Start with a strong vision, add experience, 
talent, a willingness to listen and a reported¬ 
ly solid financial base, and what do you get? 
The answer is a company called ICI. They 
are associated with developing the on line 
flight simulator Confirmed Kill along with 
Domark in the past. Now ICI has split from 
Domark and is poised to rise to new heights. 
I recently visited with them in Grapevine, 
Texas (near Dallas\Ft. Worth) for two days 
and saw what was developing. Let us review 
what they are, what they are working on 
and their future plans. So what is /C/? 

ICI is a company composed of long time 
Air Warrior players, realism buffs and peo¬ 
ple who know the on line market. The CEO 
(Bob McCarthy) is an investment banker, 
and a real life pilot who knows how to raise 
money from a business background with 
many connections. He is Id’s “business per¬ 
son.” Fifty percent of the backers are pilots 
as well. A T-6 World War II advanced train¬ 
er (it had front line performance in 1937, 
according to the pilot’s manual) is at a near¬ 
by airport for continual flying as reference. 
The head programmer (Dale) is as sharp a 
programmer as there ever was, and devel¬ 
oped the coding for CK’s flight model. The 
art programmers (Boomer, Frying Tiger, Mk 
IX ) are all top notch, with plenty of experi¬ 
ence and Air Warrior background. “Killer” 
Mcqueen, operations vice president, and 
“Gunjam” Salinas of marketing have immense 
on line experience. In other words, these 
guys are “one of us” who want to see on 
line gaming done right. What is going on 
now at ICI 7 . 

I got the feeling of blunt honesty and 
forthrightness. If something does not match 
my flight tests, ICI people are blunt and 
admit that it needs work. It has always been 
like that, whether with John McQueen or 



Pyro. They are open to new ideas. Their 
goal is to get it right and succeed on line. 
They look as if they are headed on the way... 
as soon as they completely split from 
Domark. They are hiring an aeronautical 
engineer\former fighter pilot as a consultant 
to work on the flight models. ICI also hired 
someone else to oversee just the flight 
model aspect, (Doug “Pyro” Balmos, known 
as a die-hard perfectionist). 

When I was there, I saw work on the 
flight simulator currently known as 
Confirmed Kill ( ICI is considering a name 
change). After the split with Domark, ICI 
kept the flight engine and developed a new 
high speed graphics engine from F-18 of 
Graphics Simulations (this is on line current¬ 
ly). In the new polygon based graphics 
engine, details pop up at you as you get 
close to the ground. Trees, fields, bushes 
and other objects give you plenty of warning 
that you are nearing the ground. The ocean 
has definite texture, and even changes as 
you get closer to it. Now, enemy airplanes 
appear sharper at longer distances so you 
can better see what they are doing and 
react to them faster (a major problem with 
flight simulators). The polygons hold their 


virgin & westwood studios home pages 

http://www.vie.com & http://www.westwood.com 


“Welcome to Zesty Bytes” indeed. Virgin’s 
web site has a rather cool look to it, with 
its fast food motif carried throughout. You 
can find some “tasty samples” of their cur¬ 
rent releases (at press time, I Ith Hour 
was the main one). They promise gamers 
“tasty support” if their software doesn’t 
work (we’ll see how tasty the beforemen- 
tioned I Ith Hour leaves everyone). Some 
“corporate additives” will help keep those 
interested in the business side of things 
from getting spoiled, and a message board 
called “Club Chat-n-Snack”is there if you’re 
feeling talkative. Some “new taste sensa¬ 
tions” are there to inform you of the latest 


batch of heavily hyped and eternally delayed 
Virgin treats like Heart of Darkness (it’s 
release date of the month is 3rd Quarter 
1996, which is a slip from Ql 96, which was 
a slip from Q4 1995, etc.). If you’re still 
feeling hungry, you can find some “related 
treats”for links to Virgin cohorts like 
Looking Glass and Westwood Studios. 

Speaking of Westwood , their site has 
received a visual upgrade from the time of 
our last visit and also looks quite spiffy. 
Available via ftp from the site is the update 
to Command & Conquer as well as infor¬ 
mation about where to find a game of 
Monopoly on the big bad Internet. —s.b. 


shape until you are very close to them... 
even then, they do not break up as badly as 
other polygon based flight simulators, 
thanks to the new engine. How are the air¬ 
craft interiors? 

They’re jaw-dropping excellent. They 
are bitmapped and drawn as if from real 
life paintings. They completely transform 
the simulator into a believable situation. 
The Spitfire is so real you have to blink. 
Artists meticulously measure out Spitfire 
roundels to the scale inch. All the instru¬ 
ments work, no matter what angle you 
look at them. 

Let us look at the flight models. Dale and 
Doug Balmos have been tweaking them. 

Many airplanes fly more realistically in ver¬ 
sion. .92. The Zero now has its ailerons 
freeze at higher speeds, as they should. The 
Zero is also correctly more controllable at 
slow speeds as a World War II flight test by 
Eric Brown mentions. 

Future plans? In terms of the future of 
the ICI flight sim, known as CK at the time 
of this writing, rolling terrain is going to be 
added. More ground details will be added as 
well. In the future, the effects of the sun are 
planned to be added. This will mean being 
able to use the sun to simulate actual tac¬ 
tics. The effects of the gun recoil on the air¬ 
plane is also planned soon. The flight mod¬ 
els will be modified even more as they head 
for more authenticity. In the far term 
future, ICI is looking into including clouds. 
Think of the cat and mouse games we’ll be 
able to play then! 

Generally, ICI looks like a group of dedi¬ 
cated people with a mission. Id’s flight simu¬ 
lator can be downloaded from their web 
page at http://WWW.Cris.Com/~Gunjam 
or the FTP site icigames.com or 
Cactus.org. Keep them flying, ICIl —r.o. xj 
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Interactive movies marked for death 



Beavis and Butt-head - this game, like, huh huh, rules 


S ince a critic is, by definition, self-indul¬ 
gent, I’ve decided that this month’s 
journey, my last down the Road to 
Nowhere before I hand it over to the more 
than capable Cindy Yans (feel the pain), 
should be even more self-indulgent than nor¬ 
mal. Send the kids to bed. Put the dogs out¬ 
side. Put the cat in the microwave. Hide the 
cutlery. It’s going to get ugly (though 
extremely difficult, in light of this topic, to 
self-indulgently make yet another blatant 
Sam & Max reference). I’ve decided to go 
all out and tell you what I hate about games. 

I hate: 

Illogical rooms and locations 
OK, let me get this straight. This is the king’s 
main room of his castle and there’s a trap 
right in the middle of it. Hmm, wonder what 
the visiting dignitaries thought of that as they 
plummeted to their deaths? Why would a 
castle have a dungeon full of nasty monsters 
underneath it? Didn’t the parents worry that 
their kids might wander down there and turn 
up dead? And how exactly did all of the 
creatures end up in the halls of Stonekeep? 
Were they just burrowing holes in the 
ground at random and happened upon this 
buried castle? 

Fantastic fantasy worlds 
I’m sick of the fairy-tale kingdom run by a 
great leader that is under attack from some 
long dormant evil being that was once ban¬ 
ished and now seeks its revenge. Please. Stop 
already. Let’s put the UPE (Ultimate 
Personification of Evil) to rest once and for all. 

People who think Myst was the first game 
ever released 

The mass media is the biggest culprit of this. 
How many articles have you seen where it 
begins with some bold pronouncement like, 
“Myst heralds a new breed of interactive fic¬ 


Riddle of Master Lu - this is a GAME 


tion?” Please. 

Give me a break. 

It may be the first 
game that partic¬ 
ular bozo has 
ever seen, but it’s 
a slap in the face 
to every person 
who made all of 
those superb 
interactive fiction 
titles during the 
I980’s. You also 
have to wonder, 
when you realize 
that the media 
botches an easy 
(and rather mean¬ 
ingless) story like 
this, what is really 
happening in 
places like Bosnia. 

Scary, eh? 

Myst-style games in 
general 

I liked Myst. Really. But remember this. 
When you read that a game other than Myst 
features, “A world steeped in mystery... a 
beautiful landscape that will immerse you in 
its world... a haunting experience,” and other 
pseudo new-age crap, run for your lives. 
These “interactive experiences”feature little 
in the way of interactivity and are merely 
toys for yuppie nerds (is that a nuppie?) who 
think they’re somehow above the concept of 
a game. Screw them if they don’t get Riddle 
of Master Lu. If you want pictures, buy an 
Ansel Adams book. 

The Quentin Tarantino influence 
Wunderkind Tarantino (writer/director of the 
vastly overrated Pulp Fiction) will prove to be 
the most horrid influence in game writing for 
the near future. Almost every 
designer, and the gaming public 
in general, seem to think that 
he’s a God, which means we’ll 
see more and more hyper-vio¬ 
lent games peppered with pop- 
culture references (extra 
points for obscurity) and 
naughty language (ooh, it’s so 
daring). Of course he stole 
everything he knows from 
Elmore Leonard (and others), 
so if you really want to do this 
stuff, at least go to the source 
(let’s see, Leonard stole a 
bunch from Chandler, and 
Chandler stole from...oh hell, 
why not - Edgar Allan Poe). 


People who say things like, “Oh, you takes these 
games too seriously.... it's just fun to me”when 
you dare criticize a game 

It’s impossible for me to have any respect for 
a gamer who will take just about anything 
that a publisher cares to dish out. If we never 
stop to consider how these things we call 
games can get better, they never will. 

Interactive movies 

This is a big surprise. Like anyone actually 
likes them? The next time you’re thinking 
about making a game with live-action video 
featured prominently, ask yourself this ques¬ 
tion: is this providing an experience that is 
different enough from film to justify my 
spending $60 for it, when I can rent some¬ 
thing that’s probably better written, acted, 
and directed for all of two bucks (or sit in a 
theater for $7, or buy a film for $19.99)? If it 
isn’t, kill it before it kills us all. 

So what do I like? Well, I like Beavis and 
Butt-head quite a bit. It rivals Riddle of 
Master Lu in length as well as quality. Go fig¬ 
ure. Stonekeep was a snooze for the first 
three levels and I’ve never come back to it 
(note to designers - don’t make the beginning 
of the game boring and monotonous). Oh, 
there I go again. Criticizing away. Someone 
stop me before I piss someone else off. 

If you hate something, let me know at 
splus@together.net. I love to hate. And let’s 
welcome Cindy to the fold of nowhere peo¬ 
ple. Cindy, the road is yours. Take it wherev¬ 
er it leads you.<> 

Steve Bauman 
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Featuring Space Cadet 
as seen in the Microsoft® Plus! 
companion for Windows® 95 
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f'l THE HEFTY ONE 
/ ABOVE WILL GIVE YOU THE REAL 
• ARCADE EXPERIENCE AT HOME-AND A QUICK TRIP 
TO THE CHIROPRACTOR. THE SLEEK, LIGHTWEIGHT MODEL BELOW- 
FULL TILT! PINBALL-ALSO DELIVERS THE 3-D, MULTI-BALL PINBALL ACTION YOU 
CRAVE, while saving your back (and a pocketful of quarters). With Full Tilt!, new 
for Windows® 95, you're bringing home three different tables—all with real ball 
movement, real sounds, and really cool zipper flippers. So pick up Full Tilt!, real, 
tournament-style pinball made easy. (Weight belt not required.) 


Available for Windows 95. Coming for Macintosh. © 1995 Maxis, Inc. All rights reserved. Full Tilt! is a trademark 
and Maxis is a registered trademark of Maxis, Inc. All other trademarks or registered trademarks are the property of 
their respective owners. For product or ordering information, contact your local retailer or call 800-33-MAXIS. Visit 
the Maxis Web Page at http://www.maxis.com. 









Now Warlords is in SVGA, what fun! 


f—m*was the morning after Christmas, and 
m all through the Boots of Re, not a 
■ creature was stirring, not even me. I 
was dozing in my chair—eyes dusted with sand, 
a pint of ASCII still gripped in my hand—when 
all of a sudden there rose such a clatter, I awoke 
yelling, “What'n hell's t'matter?!" 

Do I have a Christmas tale for you. I was 
thinking of rhyming it all, but there just was¬ 
n’t time. It seems that Santa tried to deliver 
presents to all the various monster children 
in my starter dungeon below the Inn and got 
cornered by some Trolls who’d never heard 
of “Sandy Claws.” One of his reindeer man¬ 
aged to fight his way to the main entrance, 
and that was what woke me - the banging of 
his antlers against the dungeon door. So, 
that’s what I did the day after Christmas. 
Rescued Santa. Well, I didn’t do it alone. 

“Did I, boys...” 

Uh, excuse me, a moment, while I chat 
with Bashed, Battered and Bewildered. All 
right, guys, that’s enough. Stop singing “Unca, 
with your nose so bright, won’t you guide my 
sleigh tonight?” 

Unca’s box of Christmas 
chocolates 

Stonekeep was the best of the Christmas 
CRPGs (No, I haven’t seen Daggerfall, 
Druid or Anvil of Dawn, yet). It takes some 
patience to adjust to the interlace, but 
Stonekeep is outstanding in so many other 
ways, it’s my pick for best CRPG of the past 
several years. 

Heroes of Might and Magic is much 
more of a strategy, than a role-playing game 
but is a chocolate pecan treat for both 
kinds of gamers. What a terrific game! I 
play it every spare moment I can. When I’m 
not playing Warlords II Deluxe, that is. 
Heh-heh. 

Frankenstein: Through the Eyes of 
the Monster (starring Tim Curry) is an 
adventure gamer’s caramel. The graphics are 
outstanding and Tim is camping it up as the 
good doctor. If you like intriguing puzzles 


Or Unca Andy's mythical Inn and spell of 
last resort for solving adventure puzzles. 
If all else fails, just re-boot! Heh-heh... 


with your adventures, Ripley’s Believe It 
or Not:The Riddle of Master Lu may be 

just the game for you. Amazing graphics, too. 

For those of you who love science fiction 
adventures, in the Star Trek vein, take a seri¬ 
ous look at Legend’s Mission Critical. It 
begins with the familiar hole-in-the-hull-that- 
needs-to-be-fixed-on-an-empty-ship puzzle, 
but provides edge-of-the-seat-excitement. 

I haven’t seen Gabriel Knight II, yet, or I 
suspect it would also be in this past year’s 
box of Christmas chocolates. 

Exile is an extra fine shareware CRPG 
available in WinFun and Gamers on 
CompuServe. It’s an overhead view game, 
with icons that move across a flat map, much 
as in an Ultima IV or V. Internet sub¬ 
scribers, write to jvogel@eden.rutgers.edu 
for more information. 

Mission Critical 

Let’s get the hull fixed to get you started on 
this adventure: Read the Captain’s note. Go 
forward. Turn Right. Use the Computer 
Terminal. Ask all the questions. Open the 
Emergency Stores Cabinet above the termi¬ 
nal. Take the Hull Patch Kit. Turn left. Go 
forward. Turn Left. Open the door. Go for¬ 
ward, twice (towards the left the second 
time). Use the viewscreen controls and 
watch the video. Turn Right. Go Forward. 
Open the door. Go forward. Open the door. 
Click on A3X5. Go forward. Take the crew 
manifest and read it. Take note of Deck 2 and 
3 VIS Override codes. Turn Right. Open the 
door. Go forward. Turn left. Go forward 
(three times). Turn left. Open the door. Go 



“Do you think Stonekeep is the best CRPG of 
the year?”“I dunno, I haven’t seen 
Daggerfall, yet.” 


forward and open the boxes of EC2061 
Spares, EC 1999 Spares, EC20I0 Spares, and 
EC2001 Spares. Read the note from the 
empty Spares box. Turn right. Open the 
door. Go forward. Turn left. Go forward. 
Turn left. Go forward. Turn right. Open the 
door (to the right) click on B29X, Open the 
kit box. Spray the Gel-Foam spray on the hull 
puncture. Put the molecular glue on the 
patch. Plug the hull puncture with the patch. 

Voila! The ship is saved! 

Stonekeep 

For those of you who can’t wait for the walk¬ 
through, here are a few Stonekeep getting 
started tips. Think of the game in terms of 
maps, not levels (after you find the journal, it 
will automap where you’ve been and where 
you go). The first map shows the entrance 
tower. There are three other towers that can 
be accessed from the corners of level one 



The storeroom with all the spare parts in Mission Critical 


■ ■ 60 


Strategy Plus 





























The Afri-orb in Stonekeep projects a map of the 
immediate vicinity, if it’s placed on the ground 
in front of you 


(map two). The southeast corner leads to a 
tower with a healing fountain. Until you find 
it, eat healing roots after a battle. 

The two Shargas in the center room of 
level one can be killed and must be to get a 
key that opens the doors leading to level 
two (map three). The best battle tactic in 
the game is to kill monsters from a distance 
with ranged weapons. You can throw arrows 
you find at these two Shargas and kill them 
safely from the other side of an open door. 
To get them to the door you may have to 
run in, turn around and run out. You can 
also throw a throwing ax, fire bombs, rocks 
and/or skulls. 

On map three, the Wahooka (king of the 
elves) wants gems he’ll trade for clues. 

They’re not great clues, so if he doesn’t show 
up, you’re not missing anything. 

The ivory key will open up the sewer 
doors (two separate entrances). The ivory 
key is in an unlocked room, but guarded by a 
green blob you can also kill with arrows 
thrown from the doorway. To get the iron 
key (needed to open the mage’s room where 
the magic rune-caster is, along with a green 
recharge Mana circle) there is a false wall 
beside a hallway off an east/west corridor 
leading to the group of cells, the last one 
holding the ivory key. Go through the false 
wall and battle the Sharga. He will drop the 
iron key. 

In the sewers, search the water with your 
cursor to find two cylinders (one down each 
stairway from map three). Search the areas 
where Drake stubs his toes. Kill a tentacle 
creature behind a moving wall (which won’t 
move until you find and install the cylinders). 

It will drop a dragon statue which is used in a 
room on map three accessed in the sewers 
(map four) by squeezing through a wall near 
where you find the statue. The wineskin can 
be filled at a healing fountain. 

When using the magic to heal yourself or 
other party members, click on the direction 
jewel on the mirror line, after right clicking 
to bring up the rune stick. 

Use the magic circles for healing and 
recharging. Eventually you’ll have teleport 
spells to take you to your favorite nearby 
recharging circle. 



Heroes of Might & Magic 


Be patient, and remember that the deeper 
you go, the better the game gets. 

Heroes of Might and Magic 

This is a hard game to win at first, even at 
the default values (normal difficulty, average 
opponents). There’s no shame in customizing 
the way you play the scenarios. Eliminate one 
or even two of the three opponents if you 
have to. Make them all dummies. Whatever it 
takes to get you through a scenario. Don’t 
worry, you’ll soon have mastered the scenar¬ 
ios at that level of play and be able to move 
on to the more difficult settings. 

For a joke, I turned the settings to the 
most difficult on Claw. Genius opponents, the 
whole works. I thought I’d get wiped out in a 
round or two. Guess what? I won! Heh-heh. 
One hundred and forty points! I went to the 
top of the Hall of Fame list. The point isn’t 
that I’m a great Heroes player. It’s just that 
some of these scenarios are easier to win 
than you would think. 

The dragons are the most powerful crea¬ 
tures in the game, but only because magic can’t 
be used against them. A squad of Phoenixes 
can wipe out a herd of Dragons, however. 

Try the campaign game for an additional 
eight scenarios. The last campaign sceneario 
is the most difficult (King of the Hill). 

From beyond the pail 

Norman J. Schoonebeek writes, “W hat is 
Unca?!”Good question, Norman. My handle 
on CompuServe was for many years Uncle 
Andy. Then, mostly in homage to Carl Barks’ 



“I’m peeved. I got every game mentioned in 
Unca’s Christmas Chocolates.”“What’s wrong 
with that?” “I don’t have a computer!” 


stories about Unca’Donald Duck, I short¬ 
ened the handle to just plain Unca. 

Sean Piche writes, “W hat ever happened 
to Snake Eyes?” Sean has written me from 
Germany several times about many things, 
but Snake Eyes was one of the names of this 
column before it became Boots of Re. 

Peeve of the month 

No peeve. Hey, what do you want from me? I 
wasn’t angry at anything this past month. It 
was Christmas! So, a no-prize for a no-peeve 
to the fat man with the glowing nose. 

Merry after-Christmas and Isten 
veled (a Hungarian farewell) 

I’ll be back next month with more astute, 
agreeable advice. In the meantime, request 
assistance in solving adventure puzzles from 
Unca at Strategy Plus or 71202,3451 @ com- 
puserve.com. <$> 

Andy Backer 
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The Dig 


— 



The trams provide some of the best visuals in the game, with cut scenes good enough you’ll actually 
watch them each time you ride one of these things 


I f any game in recent memory has a lot to 
live up to, it’s LucasArts The Dig, the 
game with the magic name attached to it 
(that would be the master of magic himself, 
Mr. Steven Spielberg). With development dat¬ 
ing back to the Jurassic era (ouch) and every 
major LucasArts staff member seemingly hav¬ 
ing a hand in it at one time or another (from 
Noah Falstein to Ron Gilbert to Brian 
Moriarty), it’s just asking for you to have 
higher expectations than normal. Let’s start 
with some of the built-in problems. 

Problem I. That Spielberg connection. His 
name was on it. His name was off it. It was 
allegedly an idea he had for a film or an 
episode of his series Amazing Stories. It was 
deemed unfilmable because it would cost too 
much to make (erm, and I suppose bringing 
dinosaurs to life sounded cheap?). Author 
Orson Scott Card was brought in to rework 
some of the dialogue as well. 

Problem 2. It’s been in development for 
many years and looks it. The whole graphic 
look has Indiana Jones and the Fate of 
Atlantis written all over it, which isn’t such 
a bad thing except that Indy was released in 
1992. It isn’t up to the high standards set by 
Sam & Max, Day of the Tentacle, or 
Full Throttle. 

Problem 3. It makes a weak attempt at 
star power by including Robert Patrick, 
known for his nearly silent role in Terminator 
2:Judgment Day, as the main voice “talent.” 
Emotion would not appear to be Mr. 

Patrick’s strongest quality; and as a whole, 
The Dig has the weakest vocal perfor¬ 
mances ever in a LucasArts game. A particular 
weak spot is the female lead, who admittedly 
isn’t given much to work with, but who still 
manages to sound bored even when faced 
with her imminent death. 

For those who aren’t familiar with the 
story, The Dig was intended to be a combi¬ 
nation of two classics, The Treasure of the 
Sierra Madre and Forbidden Planet. An asteroid 
is plummeting to earth and it’s up to you, 
Boston Low, to command a mission to deto¬ 
nate some nuclear devices on it in order to 
avert its deadly path. Upon doing this, you 
find it’s actually a spaceship of some sort and 
you, along with two companions, are sent to 


a far-away world which appears to be devoid 
of life. Over the course of the game you will 
discover the aliens who sent for you, and be 
forced to solve a number of puzzles that will 
help you escape your fate. 

Overall, The Dig is without question the 
most uneven project LucasArts has ever done, 
with a schizophrenic graphic style that varies 
between decent 3D modeled animations, 
beautiful low-resolution background art, and 
thoroughly unimpressive flat-looking 2D char¬ 
acter animation. The characters don’t come 
to life like you’ve come to expect from a 
LucasArts adventure, and are devoid of per¬ 
sonality. The dialogue is at times unintention¬ 
ally hilarious, and downright bad at others 
(especially in some of the “dramatic”scenes). 
The humor in the game is forced and stilted. 

Equally schizo is the puzzle design, which 
veers from downright clever to downright 
illogical. Most of the puzzles feature the ulti¬ 
mate cliche - opening the closed door. At 
least designer Sean Clark chose to keep the 
door design consistent throughout, and they 
do blend into the fiction as well as any other 
game (it’s an alien world - why would it have 


locks like ours). 

So yes, The Dig is a mess, as you might 
have expected from a game that has passed 
hands from designer to designer and featured 
multiple restarts from scratch. Perhaps it was 
some sort of perverse fascination with the 
project that made me want to complete it, to 
see where the story would go, to see what 
all of this talent over the years was up to. 
Judged as a single entity, The Dig is still bet¬ 
ter than many adventure games on a number 
of different levels, but, much like Full 
Throttle, it doesn’t match the previous stan¬ 
dards set by LucasArts. I can’t help but think 
of the parallel of a Martin Scorsese or 
Spielberg, who make a great film only to have 
it be an artistic failure in the eyes of a critic 
or the public because it doesn’t match up to 
whatever past classic that person chooses to 
compare it to. The Dig isn’t a failure or a 
disaster by any means, but it is a disappoint¬ 
ment. With a lot of competition out there, 
and some recent near-classics by other com¬ 
panies, it’s hard to work up much of a rec¬ 
ommendation for it. <$> 

Steve Bauman 



This puzzle sure made me happy that I’d passed 
that alien autopsy course at Roswell University 


This is an example of how good the game can 
look... 


...and this is an example how average it can 
look 
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review 


The 11th Hour 




~ 


R emember when the children of a cer¬ 
tain toymaker’s village started to die? 
No, not at the North Pole... no, not 
Pinocchio’s dad, jeesh! Apologize to Santa 
and Gepetto. Now! There, that’s better. OK, 
I’ll give you a hint: “There once was a lad 
from Nantucket...” Oops, never mind. All 
right then, the gentleman (?) to whom I am 
referring is one Henry Stauf, the depraved 
toymonger of The 7th Guest. If this does 
not ring a bell, no matter. And if it does, then 
perhaps you are one of the pacers and drool¬ 
ers who have long been awaiting the sequel 
to Virgin's aforementioned hit title. Finally, 
here it is. The I Ith Hour sits on your 
drugstore shelf (you do get your drugs of 
choice from software distributors, I hope), 
providing you with a passageway back to the 
Stauf mansion. And what a journey it is. 
Trilobyte has done it again - in spades! A puz¬ 
zle game it is, certainly, but with production 
values rivaling any interactive multimedia title 
on the market today. 

We are presented with over 65 minutes 
of full-screen, full motion, high resolution 
video unraveling the mystery behind the 
bizarre murders which have been occurring 
in Staufs hometown. You play the character 
of Carl Denning, investigative reporter for 
television’s “Case Unsolved.” Your producer, 
Robin Morales, has disappeared during the 
murder investigation, and since she is also 
your lover, you feel compelled to search for 
her. Sure, producers are a dime a dozen, but 
after all, hot babes like Robin (said heat 
being an assumption from a steamy opening 
scene) can be found only after tireless 
evenings at singles clubs, perusing limitless 
personal ads, spending billions of hours at 
church socials, signing up for mambo lessons, 
or undergoing an embarrassing appearance 
on “Love Connection.” Better to risk your 
life in Staufs clutches. 

The first person graphic perspective is 
back, but I I th Hour’s tech team has out¬ 
done itself with remarkable depth perception 
and scrolling views. You’re not just watching 
- you are there. You view Staufs dark world 
from behind your battery powered torch, and 
it really appears as though you are holding a 
shaky flashlight as you progress through the 
shadowy mansion. What you do watch, how¬ 
ever, are the video clips of the story’s pro¬ 
gression. And they are absolutely top-notch, 
most of them having been filmed on location. 
In fact, only 18 minutes of footage consist of 
“blue screen” video. 

One of the main differences between this 
production and its predecessor is that in 
addition to solving puzzles, you are on a scav¬ 
enger hunt of sorts. You receive clues along 
your journey about certain objects that you 
must find in order to progress. The clues are 
often in the form of puns or anagrams, and 
upon selecting the correct object, you 
receive another clue to take you on your 



An outpatient from the Tchaikovsky Institute for 
Mental Health 


way. Some of the findings result in a 
video flashback scene involving 
Robin’s involvement in the investi¬ 
gation, or reveal other pieces of the 
murder mystery. All scenes are 
stored for review in your portable 
video recorder. Take notes, though, 
folks. There are over 250 selectable 
objects throughout the mansion, so 
you might find yourself wandering 
about forever saying “now where did 
I see that thingamabobbit?” Luckily, 
there are online hints and a nice 
online mapping feature to keep you 
on track. 

Diehard puzzle fans might flinch a 
bit at the need to solve 42 scav¬ 
enger-hunting quests along the way, 
but the straight puzzles themselves 
(13 logic puzzles and 6 Al games) 
are satisfying. Many are very reminiscent of 
the puzzles from The 7th Guest, chess and 
pattern puzzles, math logic, etc., with a few 
additional innovations, and vary in difficulty. 
Again, online hints are available, in the form 
of your “Techno-Psychic Ally”. And this is a 
real psychic, my friends - none of those hot¬ 
line phonies or cheap imitations. The 
Amazing Kreskin and Dionne Warwick would 
be proud. Your Ally will render everything 
from a task description right down to an 
offer to solve the game for you. But be 
warned that her psychic abilities wane when 
taxed (kinda like our incomes) and if relied 


upon too much, she will be unable to give 
you the help you may need at a later point. 

Some might argue that for a puzzle game, 
this is way overproduced. Why do we need all 
of these bells and whistles? The puzzles should 
be the heart of the game, after all. Well, don’t 
worry, they are - all accompanied by an evil 
voice to taunt you during what are certain to 
be some hapless attempts at solution. 

Add a bigger story? Sure, why not? More 
than the children are dying here. And hooray 
for that. Stauf s back - with a vengeance! f 

Cindy Yans 



Breakfast for 10: yummy eyeballs sunny side up 
— and you’re invited! 




Visit Bed Bath & Beyond — for a touch of class Nymphoid bees from apiary hell... 
in any home... 
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review 


Stonekeep 





Isn’t this the face of a used car salesman? 


T he first few levels of Interplay s long 
awaited Stonekeep may disappoint 
some hard-core role-playing gamers. 
The interface doesn’t include recent ad¬ 
vances in CRPG movement, such as being 
able to look up and down and side-step, let 
alone jump and fly. The story is set in what is 
initially a dismally gray dungeon without even 
flickering wall lamps. Healing after one runs 
out of healing roots can involve many tedious 
treks to healing fountains. 

The patient gamer, however, will play 
through these levels to get to the exciting 
and brilliantly conceived levels further below. 
No matter what the opening levels are like, 
Stonekeep is still the best CRPG I’ve played 
for several years. 

The game was designed to broaden the base 
of CRPG players, hence the slow opening. The 
first levels serve as an introduction to role- 
playing. Features (such as automapping, note¬ 
taking, item identification, party members, 
weapons, armor, magic, teleports, varied set¬ 
tings) are only slowly added as the player char¬ 
acter finds them. 

The game gets better, the deeper the 
player character goes down. The monsters 
get tougher, the puzzles harder, the party 
more varied as the story unfolds. Soon the 
gamer is completely addicted to this fantasy 
game of gods, humans, fairies, dwarves, 
shargas, throgs, singing brownies, trolls, etc., 
and the largest dragon ever to cross a com¬ 
puter screen. 

The gamer discovers the story as Drake 
(the player character) uncovers scrolls and 
meets characters who bicker in much the 
same way Jagged Alliance’s characters do, 
except the Stonekeep character dialogues, 
songs, jokes, complaints, etc. also advance 
the story line. 

Technically, the sound effects, voice-overs 
and music are outstanding the best ever. The 
graphics may not be state of the art, but still 
serve well enough, especially because the 
video cut-scenes blend seamlessly with the 
animations and dungeon settings (how many 
games can claim that)? 

The plot is simple; another foozle needs to 
be defeated to restore the balance between 



Dwarves all tend to look alike 


good and evil. But that’s not what the real 
story is all about, anyway. 

It’s the relationships between the peoples 
of the world that intrigue me. For example, 
for three levels I happily killed shargas 
(kobold or gremlin-like creatures). And then I 
discovered that the shargas were slaves of 
the Throgs, truly evil human creatures who 
worship a six-armed God. 

Killing more shargas at that point became a 
moral dilemma for me. I was following a shar- 
ga who ran behind a door and locked it. 
When I tried to open it, the sharga rasped 
out, “What’s the password?’’Because Drake 
had caught a glimpse of sharga’s being beaten 
by a whip-wielding throg, he was able to say, 
“Don’t worry, I hate throgs, too.” 

“Yep, that’s the password, all right,” happily 
said the sharga and the door opened. 

Later, I even added a sharga to my party! 

On the fairy level, I had a sharga, kobold 
and a fairy in my party, listening to a very 
funny troupe of brownies sing ribald songs 
about dwarves having hairy necks, etc., mak¬ 
ing the dwarf in my party particularly unhap¬ 
py. The Brownies’songs (there are several 
others) are a highlight of the game, and 
remind me of drunken science fiction fans 
crammed into a hotel room at a convention, 
singing their song parodies. Some of the 
songs have clues, too! 

The sharga (I think his name is Scuz) in my 
party asked “Why are they called brownies if 
they’re moss-green?” My dwarf replied in an 
ominous tone, “Come here and I’ll explain it 
to you.”Heh-heh. 

The dragon I discovered a piece at a time, 
beginning with the tip of its tail. I didn’t know 
it was a dragon at the time. I thought it was 



Snakes on land or in the water make formidable 
opponents 


the head of a huge worm at first, and started 
hacking at it. The tip whipped back and forth 
a couple of times and my party was de¬ 
stroyed. I rebooted and changed my mind 
about attacking it. 

Later, I opened some other doors at great 
distances from the tail and saw a foot here, a 
piece of breathing, glittering torso there and 
finally a huge head. When I released the drag¬ 
on (“Are you daft, releasing a dragon?!”a 
dwarf cried out) the sight of that dragon 
majestically gliding past the door was quite 
moving, a graphic treat. 

The bottom line is that Stonekeep fea¬ 
tures excellent game-play and is overall a fun- 
filled experience. It may not be a role-playing 
game that will please the very demanding 
state-of-the-art junkies, but it will do just fine 
for the rest of us. Just remember to be 
patient in the beginning and know that the 
deeper you go the better it gets, f 

Andy Backer 
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Beavis and Butt-head in Virtual Stupidity 






Beavis’ home, dank and depraved - try as he 
might, he cannot escape his upbringing 

L ove them or loathe them, MTYs own 
Beavis and Butt-head have teamed up 
for their first point-and-click adven¬ 
ture, Virtual Stupidity from Viacom New 
Media. This excellent game features dia¬ 
logue written by Sam Johnson and 
Chris Marcil, who are writers from 
the show, and the voice of Mike 
Judge as Beavis and Butt-head. The 
dialogue sparkles with pearls of wis¬ 
dom like the following: 

Beavis: “If tennis started with a R it 
would be cool.” 

Butt-head: “Yeah, it already has balls.” 
While on the surface it would appear that 
this is merely a staggeringly stupid (and hilari¬ 
ous) adventure that is absolutely true to its 
source material, bubbling underneath is a 
serious examination of what it’s like to be 
young, white and stupid in today’s cruel, 
harsh world. 

The plot takes our existentialist heroes 
through a tumultuous journey worthy of 
Conrad - a journey into their own heart of 
darkness, if you will. They will have to con¬ 
front all of their fears as they try to gain 
admittance to an elite club: Todd’s gang. A 
gang, yes, but it also represents their ascen¬ 
dancy into something altogether more fright¬ 
ening - Beavis and Butt-head are becoming 


The future for our heroes - permanent low-pay¬ 
ing jobs as cashiers at Burger World 

men, trapped in a world that regards them as 
nothing but a pair of morons. 

Throughout the journey, we laugh at 
Beavis and Butt-head (but not with them 
because, as true innocents they do not 
even realize how tragic their plight 
is), but at times the pain that we 
feel for them is so unbearable we 
find ourselves choking back tears. 
Assisting us is a point-and-click 
interface, designed to reduce Beavis 
and Butt-head’s complex existence to 
a few icons, which itself is symbolic of a 
society trying to simplify complex ideas into 
sound-bites and catch phrases 
(“Generation X,”is what immediately 
springs to mind). 

The main characters are as com¬ 
plex as any found in the works of 
Proust. You have Butt-head, the 
leader of the pair, an existentialist 
who is often misunderstood as a 
misogynist idiot. That couldn’t be fur¬ 
ther from the truth. He just has difficulty 
articulating complex ideas; each, “Uh, huh 
huh,” should be construed as an attempt to 
put forth his alternative viewpoints. 

You also have Beavis, the nearly silent and 
possibly brain-damaged one, who represents 
the submissive side of our personality - he is 


often at the mercy of (or the butt of, if you 
prefer) Butt-head’s cruel jokes (on another 
note, the sexual tension between the two is 
often unbearable). It doesn’t take a psycholo¬ 
gist to point out that these characters are 
obviously examples of the duality of human 
psyche (the id vs. superego). 

Along the way, Beavis and Butt-head will 
encounter all sorts of authority figures who 
want nothing but to impede their progress 
and keep them trapped in juvenilia. These 
include Buzzcut, a stern authoritarian figure 
who represents government oppression of 
the stupid classes; Daria, who frightens our 
heroes by being the strong woman Beavis and 
Butt-head wish their mothers were; and their 
hippie teachers, who represent the failed ide¬ 
alism of the liberal 60’s. 

Their journey to adulthood is fraught 
with peril and self-discovery. You will have 
to provide them with the guidance their 
fatherless home lives are without. These 
problems, or as some would call them, “puz¬ 
zles,” aren’t too difficult for an expert, but 
are certainly entertaining. 

In addition to the main quest at hand, 
there are a number of “arcade” games that 
are not required to “play,” but instead serve 
as the sort of instant gratification that Beavis 
and Butt-head crave. These include “Hock-A- 
Loogie,”“Bug Justice,’’“Court Chaos,” 
and “Air Guitar.”Three complete 
music videos are also available for 
your entertainment, one each from 
GWAR , Sausage , and Primus , three 
bands steeped in repressed juvenilia. 
In conclusion, one can only sur¬ 
mise that Virtual Stupidity isn’t the 
last we’ll see of these walking existen¬ 
tialists. They will be able to grow before 
our virtual eyes, until they achieve nirvana or 
finally go on a date (with a woman). Until 
then, Virtual Stupidity can perhaps best 
be described as kicking ass or, in true Beavis 
and Butt-head fashion, not sucking. <f 

Steve Bauman 





Beavis & Butt-head confront authoritarian fig¬ 
ures at each turn, all designed to keep them 
oppressed 


Beavis as the great Cornholio... looking for some 
t.p. for his bunghole 


Even the fantasy of videogames cannot help 
Beavis & Butt-head - the man (in the form of 
money needed to play) still keeps them down 
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Believe It or Not! 


A two thousand vear old mvsterv 

+ * * 

riddled with danger. 




■ 








& 


a* 


,d]J 


t 

f 


□ 


***> 



Du i|ou share qnur lather s interest in the Orient? 

I'm tar.ltlmq this last quest of qnur lather s on nq nun 

llhal do iinii knnu ol the surreal ptiltitual situation in the lar Last? 

Iloulil qou be mlttnq to part mth that unusual «hra skin? 



I 






m 



V 




’isR; tsavr. 3tH; a 

JESLaSyi $1* *- ‘ 

•itr** irSnii ’jiw *. | 

.srsi n^TIslSI -S - 

** * ~ . 

I * H 




y \ 




THE RIDDLE O 












Can you unravel it... or will 

Arc you part detective, part thrill-seeking adventurer? You’d 
better be! Join Robert Ripley, famed explorer and collector of the 
bizarre, and solve one of the most intriguing true-life mysteries of 
the ancient world. 

Thrust into the year 1936, you uncover a secret plot to rule the 
world using an age-old talisman of mystic power. Now, it’s up to 
you to stop the sinister plan of an evil nemesis. But time is running 
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out! Race to exotic locations, gathering clues 
to unlock a 2,000 year old riddle. Defy dia- 


it unravel you? 

bolical death traps and solve mystifying puzzles! Can you survive 
up to 60 hours of incredible globe hopping adventure packed with 
intrigue and danger? 

Explore more than 200 breathtaking and historically detailed 
environments. Interact with over 40 live video characters. Super 
VGA graphics, a richly textured soundtrack, and breakthrough 
technology deliver captivating realism like never before... Believe It 
or Not!' Don’t miss out on the adventure of a lifetime! Take the 
challenge of this revolutionary gaming experience home! 





Available for PC CD-ROM. 
Coming soon for Macintosh. 

Visit us on-line @ 
http://www.sanctuary.com and 
find out how you can get a demo 
of The Riddle of Master Lu 


“...one of those seemingly rare adventure games that manages 
to merge both graphics and story..." - Strategy Plus 

*Exotic locales, cliff-hanging situations, fast-paced story¬ 
telling. fascinating characters, diabolical puzzles. The Riddle 
of Master Lu seems to have it all." — PC Gamer 


\JA 


SANCTUARY 

WOODS’ 


Ripley's and Believe It or Not! are registered trademarks of Ripley Entertainment. Inc. Sanctuary Woods is a registered trademark and The Riddle of Master Lu and the Sanctuary Woods tree logo are trademarks of Sanctuary Woods Multimedia ©1995 Sanctuary Woods Multimedia. 
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Total Distortion 






O uch! I think my brain just fell out. 
Let me stuff it back in - there, 
that’s better. 

The old gray matter just ain’t what it used 
to be since it became Totally Distorted. At 
first it was just a blown circuit or two, then a 
kind of melting sensation, and now it falls out 
on a regular basis. Why? Well, let’s just chalk 
it up to sensory overload. 

Technically, Pop Rocket's Total Distortion 
is an adventure game, but nothing follows the 
rules in this wildly imaginative, funny, and 
very loud musical insane asylum. What’s 
more, Total Distortion is actually a good 
Windows game, and that in itself makes it 
somewhat unusual. 

The story picks up in the year 1998, when 
man has suddenly become capable of not 
only interplanetary travel, but inter-dimen¬ 
sional jaunts as well. In his explorations, he 
has discovered that alien civilizations resem¬ 
ble our own, particularly in the way they 
revere the purveyors of popular culture. 
Musical entertainers in particular have been 
found to have taken on god-like status on 
places other than earth. 

The gamer is a traveler of time and space, 
a dimensionaut if you will, and for reasons 
that soon become apparent, it is his sole pur¬ 
pose to create the ultimate music video. 
Unfortunately, all the good material on our 
planet has been used up by the MTV genera¬ 
tion, so he has journeyed very far, to the 
“Distortion Dimension”. Here he has arrived 
with his “personal media tower” to capture 
images and audio that will set his video apart. 

Your on-screen persona will tire with 
time, and maybe get a little hungry or thirsty, 
so he’ll have to deal with those things as well 
as the strange and often hostile world that 
awaits outside the tower. Most importantly, 
he’ll have to learn how to work the most 
excellent Total Distortion editing suite, 
piecing together audio with visual images for 
that music video masterwork that is the key 
to his very survival. Then he’ll have to try 
and peddle it via interstellar telephone to 
interested buyers back on earth, and - you 
can trust me on this one - these buyers 
know a good video from a bad one. 

That’s the basic plot and structure, but it 
tells little of the complete Distortion expe¬ 
rience. What was that Jack Nicholson line 
from the first Batman movie - something 
about “those great toys”- well, The Joker 
ain’t seen nuthin’. This is a pop culture fanta¬ 
sy, starting with audio bits and bytes seeming¬ 
ly sampled themselves from another dimen¬ 
sion. Virtually everything has its own sound 
effect, and when wacko noises aren’t popping 
from the speakers, really wild heavy metal 
meets grunge meets funk music is. I personal¬ 
ly was not aware of Kent Carmical, the man 
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This game will rock your world 


TOTAL DISTORTION GAME STATUS TURN: 
CURRENT STATUS 

NAME 






Physical Fnergy 
Mental Fnergy 
tile Forte 

CASH 
FAME 

COAL Ear % ■ 

GAME IN PROGRESS 



Scenario MEOA "VEaeTH 

Difficulty level u- M 1 - hu e ft- wimti' 
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LOAD GAME 
ENO GAME 
HELP! 

ZAP RAM 

RESUME 

GAME! 

■ QUIT 



He died on the wimp level? 


All I wanna do is dream ... 


in charge of Total Distortion’s musical 
treats, but this guy really knows how to 
slap together mean guitar riffs with lightning 
fast fingering. 

Before one ventures outside, there’s no 
shortage of stuff to check out within the 
tower; a good percentage of it hides clues to 
a successful quest. Most memorable is the 
aquarium/radio on the third floor. Yes, it’s 
got fish (and real life video of dancers and 
musicians if you hit the right keys), but this is 
one place where you’ll want to pay attention 
to the radio ads, namely because they’re sar¬ 
castic triumphs of good humor, and also 
because their words of wisdom may assist 
you later. The Tom Vu real estate parody 
really had me cracking up. 

Then there’s the library, stocked with use¬ 
ful information, puzzle books (jigsaws, sliders, 
and the indescribable) and just straight out 


well-written lunacy. Just around the corner is 
the bedroom, where fatigued gamers will be 
fighting off bad dreams and trying to scoop 
good ones while sleeping. 

Once outside, Guitar Warriors will battle 
you in do-or-die contests of sonic might 
(here, playing certain chord structures on 
your guitar will really bolster the old morale), 
flying skulls may seal your Doom, and musi¬ 
cally adept humanoids will either assist or 
hinder. There’s a fair chunk of intricacy here 
and one can “die” quite easily, so be prepared 
to take notes and save your current game on 
a regular basis. 

When a game tells you succinctly that “You 
suck at this,” and plays the “You Are Dead” 
celebratory song when you do die, it’s just 
gotta be good. Total Distortion is.<$> 

Gordon Goble 
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AFTER FOUR YEARS IN THE MAKING, 

A BUDGET OF OVER FIVE MILLION 
AND THE TALENTS OF MORE THAN TWO HUNDRED INDIVIDUALS 

THE ADVENTURE, THE FANTASY AND 
THE MAGIC IS AT HAND. 


V tcp into the mystery and the 
S / magic of Stonekeep". As you 
traverse dark corridors, treacherous 
subterranean sewers and enter the 
realms of fairies, magic and the 
living dead, you’ll be drawn into a 
quest more powerful, more realistic 
and more consuming than anything 
you’ve ever imagined. <$> The 
detailed storyline unfolds at your 
command as you find yourself 
wielding weapons of metal and 
magic, battling disembodied foes, 
rescuing your allies and liberating 
a massive dragon from bondage. 

At stake is nothing less than your 
mortal soul. Stonekeep lives up 
to the Interplay slogan — “By 
Gamers, For Gamers.” It’s the kind 
of game we’ve always wanted to 
produce and the kind of game 
we’ve always wanted play. It looks 
fantastic, sounds incredible and it 
tells a great story. It’s also a heck 
of a lot of fun... and after all, 
isn’t that what games 
are all about? 
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Hollywood special effects , 
heart-pounding music and 
3-D effects will draw you into 
this epic adventure. 




Full-Screen graphics let 
you feel the full intensity 
of your quest. 








(iaiWT)CT 


1 9 ; 


i ft ” }•'• 


KY GAMERS. FOR GAMERS. 1 " 


/\/; intelligent journal keeps track of characters 
encountered and clues you've heard and automatically 
maps your travels. 


SEE YOUR LOCAL. SOFTWARE RETAILER OR 
CALL 1-800 INTERPLAY 

Step into the mystery and magic-on the Interplay LUEB site (http /Zimouj.interplay com) 


7922 Fitch Avenue, Irvine, CA 92714 ®/995 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
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Mission Critical 
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L egend Entertainment’s latest graphic 
adventure, Mission Critical, fea¬ 
tures a theme implying that techno¬ 
logical progress cannot be stopped, that 
eventually machine intelligences will 
evolve, smarter, faster, and unencumbered 
by human qualities. They will have con¬ 
sciousness without the baggage of love, 
guilt, families or other human structures 
and emotions. 

The player starts the game alone in the 
badly damaged USS Lexington, and doesn’t 
meet these machine intelligences until near 
the end of the game. Much of the initial 
gameplay revolves around the task of repair¬ 
ing the ship to complete its mission: the 
investigation of an alien high-tech installation 
on Persephone, 68 light years from earth. 

The story unfolds as you search the 120 
locations on the nine-decked space battle 
cruiser. Numerous problems needing reso¬ 
lution are discovered in journals, post-it 
notes, memos and videos dispersed 
throughout the ship. 

The problems are technological in focus: 
what kind of equipment is needed to repair 
the hull? How can you re-route the coolant 
in a damaged nuclear reactor? Most of 
them are quite thought-provoking, and 
draw upon real-world knowledge as the 
basis for their understanding. 

Because the ship is so large, with so many 
areas to explore, getting it back in shape 
will take some time. It would be a good idea 
- despite the game’s handy design - to take 
notes as you make progress, since you’ll find 
more problems to resolve before you find 
the solutions to ones already presented, a 
fact which gives Mission Critical a good, 
non-linear feel both in story and play. 

Legend has always been a writer’s compa¬ 
ny. The quality of the writing has never 
slackened, but slowly, game by game, Legend 
has been simplifying the text parser com¬ 
mands. Mission Critical still has you 
putting sentences together here and there, 
but you no longer have to look at long lists 
of possible choices. Most of the gameplay is 
substantially object-oriented, even when 
you’re working with the more traditional 
narrative elements. 



You'll need some spare parts and a space suit 
to repair this 





An individual quarters after the hull has been patched 



The cargo bay with its door to space open 

The mechanics of playing Mission 
Critical are thus quite easy to learn; just 
point and click. For those who are intimi¬ 
dated by using a mouse or playing an 
adventure game for the first time, there is 
also an on-line tutorial. An automap keeps 
you focused on where you are in the game 
as well. 

The good news is that Mission Critical 
is entirely SVGA. The bad news is that 
most of the game takes place in the 
Lexington corridors, and they are all 
monotonously alike: gray and boring. Still, 
there are several animated cut scenes as 
the player climbs ladders and crosses walk¬ 
ways and repairs items. 

Eric Heberling, composer for Death 
Gate and Under a Killing Moon, has 
composed a ninety minute suspenseful 



The mess hall. There’s a spare part you need 
rom here 



This wreckage needs a path cut through it 

soundtrack, which helps sustain various 
moods and particularly the sense of immi¬ 
nent danger. The sound is either non- 
obtrusive or highly appreciated, especially 
since there is no one to talk to for the 
longest time. 

Although Mission Critical offers a full 
motion video introduction and some video 
clips are seen during game play, the balance 
is heavily weighted towards interactive 
game play. The video clips are used to 
enhance game play not substitute for it. 

The actors in the clips are excellent, 
unique for the medium. Michael Dorn 
does as good an acting job in this game as 
he did as Worf in Star Trek: the Next 
Generation. The others are equally profes¬ 
sional, and include such talents as Patricia 
Charbonneau, Henry Strozier, Susannah 
Falcon and Jeff Mandon. 

Technically, Mission Critical is better 
than Death Gate, Legend’s previous hit 
release; however, I enjoyed Death Gate 
more. M ission Critical lacks the variety of 
scenery and humor of earlier Legend titles. 
Still, it’s an outstanding and suspenseful 
adventure game, and I recommend it to sci¬ 
ence fiction fans who like their fiction 
mixed with plenty of hard science.<$> 

Andy Backer 
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The Outdoors overhead map, revealing the top-left quarter This Blood Spawn is thirsting for more! 
of AoD’s gameworld. Four immense dungeons are present 
in this quadrant alone! 




C omputer role-playing games are spe¬ 
cial kinds of beasts, and are favored 
by a special kind of audience, one 
that’s not currently the top priority of the 
computer entertainment industry. CRPGs 
require time, patience, and a particular kind 
of fascination with the minutiae of character 
development, level mapping and inventory, all 
of which can - ideally - contribute to a slow¬ 
ly cumulative experience richer than anything 
else out there in computer gaming. 

It’s not clear whether or not New World 
Computing and Dreamforge’s semi-traditional 
CRPG, Anvil of Dawn, is meant for such an 
audience or not. Certainly much effort has 
gone into simplifying many of the aspects of 
CRPG design some segments of the audience 
have found too much of a chore to enjoy. For 
instance, the very numerically-based 
approach to character development, spell and 
weapons abilities which have haunted the 
genre since its inception have all but disap¬ 
peared in AoD. With a few clicks the player 
can access this information, but it’s mostly 
cleverly disguised by more graphically-orient¬ 
ed representations of current stats and capa¬ 
bilities. It’s quite possible to dig into AoD 
and play it all the way through without ever 
worrying about a THACO or equivalent. 

Certainly much effort has gone as well into 
providing beautiful illustrations and anima¬ 
tions for such things as creatures, spells, 
traps, puzzles and characters. The artists at 
Dreamforge remain unique in the industry for 
the quality of their visual representations of 
fantasy creatures, and the influence of New 
World's own style of CRPG graphic design is 
felt here as well; animations are in general 
much larger on-screen than has been typical 
of all but New World's own prior Might & 
Magic CRPG series, and graphic representa¬ 
tions of the character’s own mood and well¬ 
being - one of the most amusing and eye¬ 
catching features of M&M in its last few 
installments - are effectively worked out in a 
small but important window at the top right 


of the main game-screen. 

Along with all that, Anvil of Dawn is a 
truly epic CRPG, showing up at a time when 
the audience for same has grown almost 
exhausted with the wait for something more 
than the typical arcade-style wonders 
churned out in response to the over-market¬ 
ing of the whole DOOM/Underworld con¬ 
cept of real-time 3D “role-playing.” You’re 
not going to complete Anvil of Dawn any 
time soon, unless both your social and work 
life are seriously limited in scope and 
demand. Don’t brag about finishing AoD in 
two weeks; it’ll mean you have no friends, 
don’t eat, bathe or communicate with other 
people on the phone, and are either a drop¬ 
out or unemployed. Normal folks will be 
playing this thing easily for a couple of 
months at the minimum. 

But aye, there’s the rub: do you have the 
patience to hack your way through a truly 
endless sea of monsters? Do you have the 
cool, calm collectedness it takes to fight your 
way through fifteen dastardly traps, only to 
find you’ve failed to collect enough boulders 
along the way to hold down that pressure 
plate to open the door to the next room 
along the corridor? Do you have the fore¬ 
thought to count how many seconds it takes 
that repeating fireball to pass down the hall¬ 
way, so you can time your slipping past it to 
get into the hall with that healing spell you so 
desperately need? Do you have the fortitude 
to spend hours completing a level, only to 
find that upon making an entry in your 
automap, the program apparently has decided 
that your inventory’s taken up just a little too 
much memory, so it’s time to start doing 
some weird lockup-style things (granted, this 
happened to me under Win95 with an 
incredibly full inventory, but ideally it should¬ 
n’t have happened at all; save often when you 
find yourself reaching capacity, either in 
inventory or on the automap)? And most 
importantly, are you willing to deal with all of 
the above in a design which has a real-time 


feel to it? This is definitely 
not a contemplative CRPG 
- you’re under quite a bit 
of pressure when in com¬ 
bat to keep those spells 
and blows raining down 
on your opponent (fortu¬ 
nately, the computer-run 
character pauses its com¬ 
bat while your spell is 
busy formulating). 

If so, you’ll find a neat, 
well-acted and paced story 
in Anvil of Dawn in 
between the hacking ses¬ 
sions (a primitive but func¬ 
tional conversation-tree sys¬ 
tem provides the story ele¬ 
ment throughout the game); 
you’ll find an excellent but somewhat cluttered 
and traditional CRPG interface; you’ll find an 
inventory system that’s probably the best 
Dreamforge has ever done (despite its organic 
messiness, rivaling Origin's recent Ultimas in 
this area); and you’ll find an excellent, if poten¬ 
tially touchy automap system which will either 
print out directly or save to disk for later print¬ 
ing. You’ll find an “auto-journal”which keeps 
you on track for your current main tasks. 

And you’ll find a single-character CRPG in 
Anvil of Dawn which - if you’ve played any 
of Dreamforge's earlier work (Veil of 
Darkness, Ravenlofts, Dungeon Hack, 
Menzoberranzan) - is pretty familiar gaming. 
Yes, this is a culmination in many ways of the 
kinds of things Dreamforge has excelled at 
these many years; but it’s also lots more of 
the same. For me, at least, just a little too 
much time is spent doing exactly the same 
thing I’ve been doing with Dreamforge games 
since their earliest incarnations, despite the 
fact that all the basic elements have grown 
leaps and bounds in sophistication. 

Anvil of Dawn is a truly careful, tradi¬ 
tional CRPG design - if you find a very tough 
nut to crack, you’ll get a definite pay-off 
almost every time for having solved same, 
something few games can claim these days - 
and one with immense depth. But its endless¬ 
ly repetitive gameplay - and its recapitulation 
of a style of play already done to death in the 
genre - will prove a definite turn-off for 
those wanting something more various and 
dynamic. And its simplification of the more 
arcane elements of traditional CRPG play will 
prove insufficient for those still waiting for a 
truly in-depth, statistically detailed CRPG. 

That’s Anvil of Dawn's main problem: there 
are both faster and deeper games already on 
the market or shortly on the way. You can’t 
stick to the middle and expect to gain back an 
audience which has definitely split at this point. 
Too bad, really. • f 

Steve Wartofsky 
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C As agents for the Galactic Federation, you and your partner, Ginger, 
had been given an assignment to infiltrate NoirDyne, a sinister 
corporation which has reactivated a once abandoned 
bioweapons production facility: The Hive, a Something went 
terribly wrong... your cover is blown and now the chase is on. 
a With the help of Ginger's brief data loads, you must battle your way through 
scores of enemy fighters, ferocious ground troops, menacing robot weapons, 
and the deadly alien Hivasects. a Designed exclusively for Windows- 95...true 32 
bit autoplay. Awesome action/arcade game play and killer 
graphics that will blow you away! *16 bit stereo sound. 

• 20 pulse-pounding interactive levels. • Two game play llJlMUlail!l 
styles... gut-wrenching action sequences combined with 
never-before-seen Panoractive game play that puts you in the middle of the 
action, a Download our free demo from http://www.trimarkint.com 
or from Trimark's folder on CompuServe's Game Publishers Forum "B". 
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Shock. 


You finally figure out The 7th Guest™, only to hear that its sequel, The 11th Hour is going to be released. 


2 ■ mm i 

Disbelief. IJjJ 

This cant be true! You read the articles, memorize the reviews, &l talk incessantly about The 11th Hour. Friends shun you. 


3 


Resentment. 

They said it would be out, <§ l you believed them. Where is it?! Why would they lie to you?!! 


4 






Acceptance. 

It's out!!! Finally! It's everything they said it would be &^more. Now, if you could just figure out what is behind the.... 
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Death. 
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Visit our web site at http://www.vie.com 

The 11th Hour: The sequel to The 7th Guest & The 7th Guest are trademarks ot Virgin Interactive Entertainment. Inc. & Trilobyte. Inc. © 1995,©1992 Virgin Interactive Entertainment, Inc. & Trilobyte. Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 













The 3-D graphics will w hiten 
your hair, not your teeth. 

You can stop grieving now. The 11th Hour: 1 he sequel to 7 he 



Relax, and let us draw vou 
a nice hot bloodbath. 



“Gee Wallv ; Mrs. Cleaver 
isn't so nice anymore. " 



Nineteen puzzles kill precious 
time, as well as brain cells. 


1th Guest", has finally arrived. I his PC CD-ROM game fuses 


incredible 3-D graphics and mind-numbing challenges with a 


full-length psychological thriller. It's also 12 times bigger and 2 


CDs longer than its predecessor. So, is 7 he 11th Hour really 


worth the wait? Well, we think it's totally killer. 
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hints 



tips 


The Riddle of Master Lu 


Believe it or not, 
this the most 
difficult adventure 
game in ages ... 
some ex-infocommie 
is smiling somewhere 

M an, is this a hard game, or what? I’d 
be willing to bet money that you’ll 
need help at some point - most like¬ 
ly in Danzig. So here goes nothing... 

The game starts with a dramatic event - 
Feng Li is bound to a chair, facing a cobra. 

You could off the cobra with the sword, but 
that would be cruel. What’s that on the 
floor? After saving Feng Li, and a near eternal 
bit of discourse, walk back into your office 
and open your safe (now where do people 
tend to hide a safe...). Take the letter inside 
and read it. After you’ve nodded off after 
another epic bit of back-story, talk to Feng Li 
before heading off. Now it’s off to the local 
Posh Express for a trip to Peiping (though to 
save yourself a trip later in the game, you can 
try to take Feng Li’s turtle and the treats in 
the drawer). 

Peiping 

The first thing you’ll want to do in each for¬ 
eign country is purchase some of the local 
currency and have a chat with the local Posh 
dude. Now you have to get into the Hall of 
Classics. If you take a look at the alley next 
to the entrance you’ll get a hint how you can 
get in without a pass. Go behind the black¬ 
smith’s shop. If you take the wheel, it’ll fall 
apart. Take the spokes, which will be your 
ticket to scaling the wall. However, that pesky 
peasant will follow you around and report 
you. He seems to like metal objects, so per¬ 
haps you can distract him. 

Distraction comes in the form of the 
woman feeding the birds. Notice that she has 
a World War I helmet. You have a WWI 



Get it on, bang a gong 



It’s Wolf... bribery works wonders with this vain gardener 


photo, so trade it with her for the helmet. If 
you hang the helmet on something out of his 
reach, it may be enough to allow you to scale 
the wall. Once you’ve done this, use the 
spikes in the wall. What was that you heard? 

Once over, you’ll find an object on the 
ground that was dislodged. Grab it and 
remember to mail it back to the Odditorium 
(you’ll do this with a number of objects 
along the way). Walk over to the acolyte and 
summon the priest by ringing the gong. Talk 
to the priest (be sure to compliment the 
library without comparing it). He’ll tell you 
more about your upcoming journey. Now it’s 
off to Danzig. 

Danzig 

What joker was the architect of this place? 
[groan] You can either talk to Wolf now or 
later (he’s the gardener). If you offer him 
some marks, he’ll show you the Baron’s 
tomb. Now enter the building and talk to the 
young Baron. After another of those epic 
conversations, you’ll find out what you need 
to do - find a secret room, locate a gem, etc. 

After everyone leaves this room, look at 
the sofa and you’ll see something in it. More 
Odditorium fodder. Go to the billiard room. 
Here’s the start of one of the nastiest parts 
of the game. Take the billiard ball from the 
table. Open the writing desk and take the 
keys and letter. Open the letter and read it 
(note the stamp - more for the Odditorium). 
Unlock the games cabinet with the key and 
open the drawer. Look at the deck of cards 
and you’ll notice that one of the cards is 
missing (an ace of spades, naturally). This is 
an extremely vague hint and solution, but if 
you look closely at the wall, you’ll see an ace 
of spades embedded in the wall. If you open 
it, a switch will appear, which opens the 


Baron’s smoking hutch. 

Open the cigar box and take a cigar. Open 
the vent and you’ll see a couple of slots. Place 
the billiard ball in the round slot, activating 
some machinery. Press the black button and 
leave the hutch view. The billiard table is now 
at an angle and can be lifted, revealing a secret 
passage. Walk on down... 

Now for the most evil puzzle in the whole 
game. If you can do this one on your own, 
congratulations. You are a superb adventurer. 
In front of you is some ungodly apparatus 
that only exists in adventure games. Inside is 
the Romanov Emerald. Rather then give you 
hints, I’ll tell you what you need to do to 
solve it. But I recommend you sit there and 
look at the puzzle for a while and try to fig¬ 
ure out on your own how the various pieces 
connect to one another. One thing to keep 
in mind is that a couple of the pieces will be 
used more than once, 

Open the drawer and take the hose, grips, 
plug, and tube. Put the grips on the pump 
rod and the tube on the nozzles. Take the 
faucet handle from the faucet and put it on 
the air valve of the compression tank, closing 
the valve. Take the lever key from the wall 
and put it on the table pivot. Take the peri¬ 
odic table from the wall and put it in the jar. 
Pump the pump, open the valve, and you 
have the emerald. Take the periodic table. 

No problem, right? 

Now how do we get out of here? The 
metal door looks like a good starting point, 
but it won’t budge. It is, however, connected 
to the cabinet. Take the lever key, pump rod, 
and drips. Put the key on the rod and then 
place this combined item on the ceiling 
bracket. Pull on the key. Voila, almost. 
Separate the cork from the emerald pin. 
Look at the emerald. Stick the emerald into 
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the clamp hole of the jar, releasing it. Take 
the jar and put the cork and rubber plug into 
two of its three holes. Put the grips in the 
third hole and now you have a watertight jar 
(why?). Put the jar into the lever key sus¬ 
pended from the ceiling. 

Take the faucet pipe and put it in the glass 
jar, connecting the hose to the pipe. Take the 
tube from the nozzle and connect it to the 
hose. Use the tube and put it on the faucet 
stem. Take the faucet handle and put it back 
on the faucet stem. Turn on the water, which 
weighs down the lever and holds the cabinet 
open. No problem, right? 

Now you find a microscope and a letter. 
Read the letter, which provides you your next 
destination and some more hints about 
Master Lu. Remember the pin? Look at it 
with the microscope. It reads Ti and Xe, 
which has two meanings. Hmm, remember 
science class back in high school? It’s elemen¬ 
tal, my dear, and I’m sure you be able to find 
the eXiT with these clues, since they give you 
the combination to the safe. 

Finally, you’re out! And done with the most 
difficult part of the game. But you’re not quite 
done here in Danzig. Wander off to the 
graveyard and ask Wolf about that odd bell. 
Pay up and you’ll find the truth of the matter. 
Since there must be something cool in that 
tomb, you’ll need to ring the bell. Pull the 
step ladder on the stairs and climb up them. 
Check out the insides of the tomb. You’ll 
need Feng Li’s turtle and treats in New York 
(unless you got it earlier), so it’s back to New 
York (this is an annoyance - how long, in 
those days, would it take to travel this great a 
distance?). If you do go back, drop off the 
oddities you’ve collected. 

Back in Danzig, the step ladder has van¬ 


ished. Wolf doesn’t have it, but he does 
have a plank and some garden tools. My, 
isn’t he a hard worker? If you mess up his 
shrubs, he’ll probably go insane. Or at 
least he’ll leave this location. Why not 
find out? 

Once Wolf is gone, take the plank (whoa, 
Ripley, is that a plank in your pocket or are 
you pining for Mei Chin?) and the edger and 
go off to the tomb. Placing the plank on the 
urns, climb up there, open the grate, place 
the turtle treats inside the tomb, and let 
your super turtle go at 'em. When he gets to 
them, he’ll hit the rope that holds the bell, 
causing it to ring. Wolf opens the tomb and 
freaks out. Open the tomb and take the key 
to Master Lu’s tomb. 

Don’t forget to send Feng Li his turtle back 
before heading off to Peru. 

Peru 

Take a look at that stele in the corner of 
the Posh. And what’s up with all of the 
puffins? And that clock? Remember them for 
later, but chat with Mr. Posh about them. 

Go to scenic Mocha Moche. 

Cross the tree over the chasm and talk 
to Emilio Menendez. Buy the head from him 
(for the Odditorium) for 450 inti and give 
him the emerald for the shovel and ladder. 
Take the toy near the pile after Emilio 
croaks and go off to the east. Sketch the 
stele and go up the stairs. Take a look at 
the niche above the skeleton. Looks like 
something Ripley might need. 

At the top of terrace, take a green and 
brown vine. You’ll need to descend from 
the top of the building to the niche, but 
these vines aren’t strong enough. Where 



Ripley pines for Mei Chin 


did you see some vines and rope? Ah, the 
tree bridge... 

Tie the two vines together and return to 
the bridge. This is a weird puzzle, because it 
didn’t seem to work quite right for me, but 
I eventually made it through. What you 
need to do here is substitute vines for the 
rope, but you need extra vines in order to 
equal the strength of the rope. You need 
the rope in the end. What you do is tie the 
vines in your inventory to the spider on the 
east. Throw the vines across the chasm. 
Cross over. Tie the vines to the tree. Take 
the brown vine to each side as well (cross¬ 
ing over when needed). Finally take the 
rope (to help you here, look before you 
take - there are green and brown vines as 
well as a rope). 

Once across, take everything you left off 
in order to cross the chasm and head back 
to the roof of the building on the terrace. 
Tie the rope to the ladder and put it on the 
ground. Put the altar on the ladder and 
climb down, taking the crystal skull. Climb 
back up and take the ladder and rope. 

Enter the observatory to the west of the 
building. Check out your journal to find out 
the combination to the door. Once inside 
you’ll find a headless figure. You have a 
skull. Wonder what you do here? There 
are some holes in the capstan and a chain 
that circles the room. Insert the shovel in 
the hole and push on it, rotating the room 
until light hits the glyphs on the wall. Ripley 
sketches out their color relationships and 
gets ready to leave. Don’t forget to grab 
the skull and send it, along with the shrunk¬ 
en head and toy, to New York. Now it’s off 
to Easter Island. <£> 

Steve Bauman 



The old altar on the ladder trick 



Hope Ripley didn’t drink much mocha here at Mocha Moche 
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T he boys have me landing on a 1200- 
foot strip this month, so let’s cut to 
the chase: Jetfighter III first off, then 
a few comments on EF2000 and Su-27. 

The latest full Crunch-oriented demo 
Mission Studios had me drop by to witness 
was another eye-opener. The first evidence 
something interesting was going on with this 
thing was when I got control of the F-22 and 
started flying through the non-combat 
scenery... and kept flying... and kept flying... 
and kept flying. Meanwhile, one of the team 
was busy over in the other room checking 
out the map of South America they had on 
the wall to see if he could pinpoint where I 
was. He could. / could. The relationship 
between the in-game graphics and the map 
data was close enough that something like 
that could happen. 

More importantly, though, Mission Studios 
has done something no-one else busy tex¬ 
ture-mapping has achieved yet: they’ve creat¬ 
ed realistic, 3-D texture-mapped terrain that 
both works smoothly (it ran fine on a P60 in 
320x200 mode and looked good in that 
mode, too! Something few SVGA-oriented 
texture-mapped sims these days can claim) 
and looks various. No flying around a small 
grapefruit - you’ve got a good chunk of 
South America to work with here. Even bet¬ 
ter, few repeating patterns. That’s a real- 
looking mountain, not just another in a 
repeated series of Frosty’s Sno Cones show¬ 
ing up across the horizon. I can’t tell you 
how annoying it is to fly across a series of 
texture-mapped mountains, all repeating the 
same ice pattern down the side, again, and 
again, and again... not here. Jetfighter III is 
the works right now for realistic, texture- 
mapped terrain. I’m pleased, and I think you 
will be, too. 



The real test, of course, is to have that 
kind of graphics detail and get the air full of 
planes and missiles and explosions, in an 
attempt to bring a system to its knees. More 
good news - little if any slow-down with the 
sky full of action. 

I have to say, when I saw EF2000 a few 
short months ago in demo it looked like it 
would blow Jetfighter III away on the 
graphics front. EF2000 is out now, and it’s 
amazingly good - I can get smooth, 640x480 
animation in the full-screen HUD mode on a 
P90, no mean feat, and this with lots going on 
- but at this point (and it’s still months from 
completion as I write this), Jetfighter III 
looks like it's going to blow EF2000 away 
instead. Oh, did I mention? No warping as 
you get up close and personal with the ter¬ 
rain - neither EF2000 nor even Flight 
Unlimited can say that. The “texel”(name 
for texture-block used by scenery design 
guys) size for Jetfighter Ill’s terrain is signifi¬ 


cantly smaller than that for EF2000, which 
means it not only looks better up close but 
looks more 3-D from some distance up - 
you have a much clearer sense of visually 
ascending above terrain scaling down in size 
below you as you climb. 

Bob Dinnerman’s also been doing some 
interesting work with the shading and lighting 
effects for the sim - the company turned on 
and off one of the most interesting and subtle 
effects during the demo, having to do with 
the way snow is lighted when the sun’s at a 
certain angle - and it made a huge difference 
in the dimensionality of the scene represent¬ 
ed. It’s clear that Mission Studios is going the 
distance technologically with this one, and 
should have ample cutting-edge interest for 
those checking out the photo-realistic real¬ 
time 3D approach to air combat simulation 
these days. 

So Jetfighter Ill’s going to be one of the 
hottest -looking sims coming up, and should 
also work well on a wide variety of 
machines. We spent a long morning and 
afternoon with the thing so I got to see a 

lot; the interface/ ency¬ 
clopedia components are 
full-featured, the adven¬ 
ture/situation story 
you’re in (with scripted 
missions, by the way) is 
fully realized - I didn’t 
get much demonstration 
of instruments systems. 
Oh well. 

That’s where EF2000 
shines in my book right 
now, that along with the 
dynamic battle genera¬ 
tor: it’s really the first 
sim since F-1 1 7A from 
MicroProse (remember 
that ancient piece of 
work?) that does the full 
suite of electronic war¬ 
fare and instruments 

control effectively. You feel like you’re in a 
next-century cockpit in EF2000, and it’s a 
whole different kind of game from the more 
pure scoot ‘n shoot approach to air combat 
simulation we’ve seen recently. 

And at the other end of the spectrum, - 
relief!! Yes. Su-27 is the best air combat sim 
out right now. Fast to get into, tough to win 
at, quite realistic flight and combat modeling, 
easy to edit and incredibly detailed where it 
counts. It’s great to keep playing a particular 
mission over and over again, with a simple 
<CTRL-F> needed to restart once you’ve 
reached the end. No fifty interface screens 
and video to plow through. Thank you, SSI. 
Guys, five hours with Su-27 and you’ll know 
whether you’re a flight sim purist or not - 
and what that means. If you’re not - enjoy 
I I** 1 Hour. Crunch out. 1 ^ 

Steve Wartofsky 
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The demand for computer programmers will double by the year 2005... 

Train now for a hi 
career as a compu 
programmer! 

Only NRI at-home training gives you in- 
demand programming skills in three of 
today’s hottest computer languages: BASIC, 

C, and Visual Basic. 

Plus, you now train with and keep state-of- 
the-art programming tools: a 486DX4/100 MHz 
multimedia computer system, Visual 
Basic, Windows 95, and more! 




Prepare for today’s newest 
programming opportunities 

The Bureau of Labor Statistics forecasts that 
job opportunities for computer programmers 
will increase much faster than the average 
over the next 10 years, with as many as 
40,000 new jobs opening up by 2005. 


experience as you master today’s most 
popular languages and programming 
environments. Step by step, you learn to 
create the kinds of full-featured, powerful 
programs today’s employers and clients 
demand: 


Best of all, you master these important 
languages as you train with and keep the 
most powerful computer system available 
from any school! 

Send for your FREE catalog today! 


Now, with NRI, you can get the new 
skills you need to build a top-paying career 
— even a full- or part-time business of your 
own — in this high-growth field. 

No experience needed — 
NRI’s Discovery Learning Method 
builds your programming skills 
step by step 

With NRI’s unique Discovery Learning 
Method, you get hands-on programming 


• You start with BASIC, building your 
confidence enough to create and modify 
several programs of your own. 

• You move on to master C. a sophisticated 
language that’s become the programming tool 
of choice for a variety of applications. 

• You’re then ready to explore Visual Basic. 

a high-level, object-oriented language 
designed specifically for creating programs in 
a Windows 95 environment. 



More equipment, more advanced software, and more 
real-world programming experience 
than any other school! 


ACTION 

learning 

through 

mm 
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• 486DX4/100 MHz computer 

• 8 meg RAM and 128K cache memory 

• 540 meg hard drive and 3.5" disk drive 

• Super VGA color monitor with 1 meg 
video memory 

• 14,400 baud fax/modem, plus 10 
free hours of America Online 


• Quad-speed CD-ROM drive 

• 16-bit sound card and stereo speakers 

• Enhanced keyboard and mouse 

• BASIC interpreter 

• Power C and Visual Basic compilers 

• Windows 95 


See how NRI can give you the programming 
skills, the full-featured computer system, 
and the state-of-the-art software you need to 
get started in this top-paying field. Call or 
send for your free catalog today! 


If the coupon is missing, write to us at 
NRI Schools, 4401 Connecticut Avenue, 
NW, Washington, DC 20008. 


CALL 1-800-321-4634, Ext 1538 


SEND TODAY FOR FREE NRI CATALOG 



4401 Connecticut Avenue, NW, Washington, DC 20008 

^ Check one FREE catalog only 


U COMPUTER PROGRAMMING 


U PC Applications Specialist 

□ Visual Programming in C ++ 

□ Networking with Windows NT 
J Microcomputer Servicing 

J Desktop Publishing with PageMaker 
J Bookkeeping & Accounting 
J Multimedia Programming 
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This is a classic WWII Angle fighter (Zero) vs. the Energy fighter (P-40) scenario. Because the Zero 
has no appreciable armor, it is advisable to avoid the direct head-on.To reduce the possibilities of 
getting shot in the pass, only allow difficult high angle deflection shots. Bide your time and make 
your turn immediately after the pass. Use your superior turning ability to get on the tail of the P-40 
as he tries to run away 


T he Maneuver Stage of air combat gen¬ 
erally takes place after the Attack 
Stage. While it is definitely preferable 
to get kills in the Attack Stage and avoid the 
Maneuver Stage all together, any air combat 
sim that allows you to kill too many oppo¬ 
nents in the Attack stage will not hold your 
attention for long. Let’s face it, the bulk of 
the fun of air combat is found in the 
Maneuver Stage. The harder the kill, the 
more satisfying it is, right? 

Offense or defense 

Before we go any further, let’s get this straight. 
The goal of air combat is to kill your target. In 
order to do this you need to be on the offen¬ 
sive. Maneuvering is used to either maintain 


your offensive, or convert a neutral or defen¬ 
sive position into an offensive one. BFMs (Basic 
Flight Maneuvers) by themselves are neither 
offensive or defensive. Your relative position in 
relation to the bandit is what characterizes 
your posture. T2H positioning is defensive, 
H2T is offensive, H2H is both offensive and 
defensive, and T2T is neutral. Also note that 
with modern weapons, there is a second 
defensive position and that is if you’re being 
shot at. Make no mistake about it: if someone 
fires a missile at you, you are defensive. 

Attack - maneuver or 
maneuver - attack 

When speaking about maneuvering, it is 
important to acknowledge that the Attack 


Stage does not need to precede the 
Maneuver Stage. When we first spoke about 
Attack Stage basics a couple of months ago, 
we discussed why you should never break off 
an attack after you’ve initiated it. Avoiding a 
head-on attack is a strategy that may seem to 
go against that recommendation, but it really 
doesn’t. Let me explain, using a head-on 
attack as an example. 

Going toe to toe 

Avoiding the head-on and breaking off an 
attack are two different things. Avoiding the 
head-on is only temporary. The goals behind 
avoiding the head-on is two fold. One is to 
give your opponent the hardest shot possible 
at you; the other is to jump ahead to the 
next stage of air combat (the Maneuver 
Stage) to try and move to an offensive posi¬ 
tion. Let’s talk about how to do this. 

Surviving the head-on 

The most difficult shot in air combat is a high 
angle of deflection shot. This means showing 
the side of your airplane to your opponent at 
the highest rate of relative speed. In practice, it 
means going full throttle and placing your 
opponent on your 10- or 2 o’clock position. A 
slight dive or slight climb in addition to the 
above will further complicate things for your 
opponent. The key to getting a quick kill or 
staying alive after the pass is to time your next 
turn correctly in addition to turning in the 
right direction. We’ll cover each separately, but 
first let’s talk about the factors you have to 
consider before you can make these decisions. 

Know thy aircraft 

Although Dirty Harry wasn’t a fighter pilot, 
his quote “a man’s got to know his limita¬ 
tions” kind of fits an important rule of air 
combat. While I don’t want to sound like 
some Zen guru (although “Ben Chiu - The 
Sun-Tzu of Air War” sounds intriguing), you 
really must “become one with your aircraft.” 
Know your abilities as well as the capabilities 
of your aircraft (while you’re at it, it doesn’t 
hurt to know the capabilities of your oppo¬ 
nents aircraft, either). Unfortunately, the only 



Maneuvering is used to either maintain your 
offensive, or convert a neutral or defensive posi¬ 
tion into an offensive one. Make too many wrong 
decisions and you could end up in this situation 


With modern weapons, there is a second defen¬ 
sive position and that is if you're being shot at. 
Make no mistake about it. If someone fires a 
missile at you, you are defensive. Incoming! 


That was close! After the head-on pass is where 
the Maneuvering Stage usually begins. However, 
it should be noted that the Attack Stage does 
not need to precede the Maneuver Stage 


m ■ 82 


Strategy Plus 































,” V 



mmwmMMKES a “sh*t hot” pilot? 


st gmponents in the world - and winning 


lflr©»mw©iiiJ«gaiCTliM^ he same accuracy as the military. bt F-16C/Block 50 - 


Bll®iat^BlMlffl®li©^ 11v from ‘Red Flag' tand ‘Too Gun'' flight simulators 


l|-16C/Block 50 is thewmit^^MK^iailiibSiti.iLC^a8mt^ata^aMaiTfifaifee^filiiLCiihiit 


asrd 1f mmmnrn p i i o tit®ins 


wife satellite photos froTRmEtiBK©j^?aTFSftiaBK^ jtl©i 




missions packed with Air^^(iM®ii!iimid®t«i!^^ 


IffllMlIliil^ oM**a d v a n c e d combatsimulati zmmSMM eaaipSiilBi^^iB! 










Are you ready for the challenge? 









High resolution texture- 
mapped graphics 


* 



* 


Night missions 

i :r 


The most accurate 
weapons modeling in a 
combat simulator 







SPOT IMAGE CORPORATION 


w D°I r G k I s T h A°L p 




M I L I 1 A K Y 


S I M II L A T IONS 


I N C 


5910 N.E. 82nd Avenue, Vancouver WA. 98662 PHONE (360)254-2000 FAX (360)254-1746 

World Wide Web: HTTP://www.military-sim.com 

Reader Service No. 92 



























11 

12 i 

10 

2 

9 <-*- 

III > 3 

8 

4 

7 

5 


6 


The military convention is to name relative posi 
tions to numbers on a clock (12 o’clock being 
directly ahead, 6 o'clock being directly behind, 
etc.) 


way to learn this stuff is to figure it out your¬ 
self, read up on it, and/or talk to someone 
who already has. Armed with this information, 
you can decide on a basic strategy. 

Fortunately, since air combat sims mimic real 
life, much of the basic fighter strategy for most 
fighters is readily available in the form of fight¬ 
er doctrine from previous and present wars. 

Fight like this 

Fighter doctrine can be boiled down to being 
based on two basic flight performance charac¬ 
teristics. In the past, most fighters were 
either faster, or more maneuverable than 
their opponents (of course there are “super 
fighters” that come down the pike now and 
then, but the opposition usually comes up 
with a counter, very quickly leveling out the 
battle field. Nowadays, most modern fighters 
are both fast and maneuverable; the perfor¬ 
mance advantages over any opponent have 
been narrowing). Generally, if your airplane is 
more maneuverable than your opponent, 
there is an advantage to trying to lure him 
into a turning fight. Conversely, if your air¬ 
craft isn’t as maneuverable as your opponent, 
you want to avoid the turning fight because 
you’d be at a disadvantage. 

There is a lot more to discuss along these 
lines; however, since we’re discussing basics 
right now and we have a lot more to cover, 
let’s just leave this off with some general 
thoughts for now: if your maneuverability is 
the same or better than your opponent, you 
want to turn as soon as possible after a pass 
so you can shoot at him again before he can 
shoot at you. If your maneuverability is less 
than your opponent’s, but speed is greater, 
you’ll want to make your turns as far away 
from your opponent as possible so you can 
make the turn before getting shot at. 

Angle vs. Energy 

These two styles of fighting are commonly 
referred to as Angle fighting and Energy fight¬ 
ing. Angle fighting (aka dogfighting) is the style 
that favors better maneuverability (and fre¬ 
quently becomes a stall fight - we’ll go into 
details at a later date), and Energy fighting is 



The most preferable relative enemy aircraft 
position for you is ahead of the 9 to 3 o’clock 
line regardless of posture. It will change or 
maintain any posture into a more favorable 
purely offensive or offensive/defensive one 

the style that relies on superior airspeed. 
While there are no hard and fast rules that 
apply for every situation, and since surprise 
(doing something unexpected, such as initiat¬ 
ing an Angle fight in a classic Energy fight situ¬ 
ation) can be a valuable tactic (which some¬ 
times borderlines on suicidal), you should 
remember one thing. Without going into any 
details about energy and energy management, 
if you don’t know the relative performance of 
your opponent, or have trouble identifying 
the exact model of the opposing aircraft, and 
you’re not flying one of the slowest airplanes 
around, consider attempting an Energy fight 
before trying the Angle fight. This is simply 
because once you’ve bled off any energy in a 
turn, it is very difficult to re-gain it while ban¬ 
dits are trying to shoot you out of the sky. If 
you’re ever going to attempt an Energy fight, 
it is best to do it when you have the most of 
it. Since turning or climbing (they’re almost 
exactly the same relative to the airplane) will 
cost you energy, this means executing the 
Energy fight before making any turns. 

Which way to turn 

Okay, so you’ve decided when to turn. Which 
way? Since air combat takes place in a three 
dimensional environment, which way you can 
turn includes up or down in addition to left 
or right. Your aircraft performance will dic¬ 
tate your best options. Unless your fighter 
has a vastly superior rate of climb and your 
opponent isn’t equipped with missiles (such 
as the classic Falcon 3.0 F-16 vs. MiG 19 
scenario), or you’re a real hot shot with or 
without an aircraft with superior maneuver¬ 
ability, you’ll want to avoid the radical vertical 
stuff for offensive maneuvers at this stage. 

This basically leaves the left or right hand 
combat turn (maximum rate, minimum radius 
turns). We’ll discuss the nuts and bolts of 
good turning technique some other time. 

Let’s get the basic strategy down now. 

Which way you should turn depends on 
the relative position of the bandit and your 
airspeed in regards to your present minimum 
turn radius. The easiest factor to recognize is 
the relative position of the bandit. Using the 



If you’re purely defensive, regardless of the ban¬ 
dit’s relative spatial position, always turn toward 
the bandit unless you’re jinking or avoiding the 
head-on (just giving him a lower angle of deflec¬ 
tion shot at yourself) 



The MiG-19 in Falcon 3.0 can out turn the F-16. 
However, the F-16 has a superior climb perfor¬ 
mance advantage over the MiG. After the initial 
pass, the F-16 counters the MiG-l9’s hard left 
turn attempt to get on the Falcon’s tail with a 
steep climb. Unless you have a vastly superior 
rate of climb over your opponent, you’ll general¬ 
ly want to avoid radical vertical maneuvers 


military convention of naming relative posi¬ 
tions to numbers on a clock (12 o’clock being 
directly ahead, 6 o’clock being directly 
behind, etc..), the most preferable relative 
enemy aircraft position for you is ahead of 
the 9 thru 3 o’clock line, regardless of pos¬ 
ture. When faced with this situation, always 
turn toward the bandit. While this will usually 
result in some sort of relative head-on pass, 
it accomplishes two things. First, it points the 
nose of your aircraft in the general direction 
of the enemy, which increases your ability to 
shoot at him (making you offensive), and sec¬ 
ondly, it decreases the ability for a T2H shot 
at you. The only exception to this rule is if 
you need to avoid the head-on pass. 

If you’re purely defensive, regardless of the 
bandit’s relative spatial position, always turn 
toward the bandit unless you’re jinking or 
avoiding the head-on. This goes with out 
exception, because if you turn away, you are 
just giving him a lower angle of deflection 
shot at yourself. Not good! 

We’ll discuss more next time since we’re out 
of space this month. Until then, if you’re going 
to turn, the safest bet is to turn toward the 
enemy. Just don’t forget to shoot at him! ♦ 

Ben Chiu 
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Su-27 Flanker 





A nyone seriously 
involved with air 
combat and flight 
simulation these days has to 
know two important things: 
first, paying a lot of attention 
to multi-player in an essen¬ 
tially stand-alone design is a 
waste of time and resource, 
and detracts from the main 
focus of such a product. 

Second, trying to produce a 
substantially accurate real¬ 
time air-ground/air-sea/air-air 
battle generator’s still a little 
ways off (EF2000 is the lat¬ 
est, best effort in this direc¬ 
tion). The main point to 
remember is that there are 
ongoing efforts focused on 
multi-player (Air Warrior remains the stan¬ 
dard right now) which will remain well ahead 
of what any solo or two-player multi-player 
option in an air combat sim can accomplish, 
both in terms of multi-player interaction and 
in the campaign system. 

Given the above fact, it comes as no sur¬ 
prise then that SSI’s Su-27 departs from the 
usual efforts to try to be all things to all peo¬ 
ple, and focuses instead on one area of stand¬ 
alone air combat simulation that’s been 
neglected for too long: accuracy and detail of 
flight, weapons and instrument realism. Su- 
27 sacrifices all the bells and whistles most of 
the rest of the industry’s been shooting for 
and - even more than its nearest competitor, 
Interactive Magic’s Apache - gives the player 
an excellent flight and air combat simulation 
with astonishing levels of realism in those 
areas most important to fans of the genre. 

A quick, unstudied glance at Su-27 might 
leave the player wondering, for instance, 
where all the heavy texture-mapping every¬ 
one else is doing has gone. Closer attention 
reveals, however, that the actual number of 
surfaces present in Su-27 - for the planes 
and ground objects in particular - in any par¬ 
ticular frame of animation is really much 
greater than it is in those designs that upon 
first glance look more detailed. Why does this 



matter? First, because it provides much 
greater realism in terms of those 3D ele¬ 
ments whose 3D qualities are important for 
what the player is actually engaged in while in 
flight and air combat. Only those things 
important to the engagements at hand get 
intensive design. Second, because it frees up 
resources to do other things, like provide 
more accurate flight and weapons models, 
more detailed in-cockpit instrument perfor¬ 
mance, more impressive missile object anima¬ 
tion (complete with transparencies in the 
trails), etc. The usual trade-offs which are 
always made in a sim are in this case made 
with precision of thought and focus - time 
spent with Su-27 will make that amply clear. 

Some other interesting details which those 
knowledgeable about the genre will under¬ 
stand the importance of: I) Check out the 
way the Flanker performs at low speeds. Try 
climbing out too early, for instance, on take¬ 
off. Now this is complex modeling! 2) Note 
that your cannon won’t just shoot when you 
pull the trigger. Your missiles won’t release 
unless you’re within a set of functional firing 
solution parameters. Frustrating for the 
arcade game crowd, sure, but for those inter¬ 
ested in learning a set of skills, again - impres¬ 
sive. 3) Check out the effects of altitude, tem¬ 
perature and wind on flight performance. 




You'll see all selected weapons on the plane, 
each one with a separate launch and impact 
animation. Amazing! 


How many modern air combat sims are out 
there which give you the chance to do a full 
crosswind landing? Only Apache comes 
close. 4) You think there aren’t enough 
included missions? Try a few of ‘em out, with 
everything set to challengingly realistic. You’re 
not going to be finishing any of them soon 
unless you spend some time really learning 
the plane, the weapons systems, the kinds of 
flight profiles appropriate for different kinds of 
missions, and the effective use of a wingman. 
As it should be. The full set of “General” (i.e. 
your role is that of a General for the theatre 
of operations, something not made fully clear 
in the manual) missions rivals any campaign 
out there, dynamic or static. 5) Follow launch 
of just one weapon - from you or at you - in 
the outside view. Keep an eye on the num¬ 
bers on the bar at the bottom. Amazing! And 
finally, sit back and run any of the Demo mis¬ 
sions included (you can step in at any time 
and take over, an excellent real-time training 
system, by the way). If you can do anywhere 
near as well replicating the performance pre¬ 
sented in any of those missions, you’ve spent 
quite a bit of time as either a real or simulat¬ 
ing air combat pilot! They’re beautiful to 
watch, and even more exciting to emulate. 

The only disappointment with Su-27 is 
the manual (at least there is one! Both 
online and in paper...). It’s as if some 
demon lurks over SSI and keeps it under the 
spell “Mystify Player with Incomplete 
Documentation.” Like almost everything the 
company has ever released, from Stellar 
Crusade onward, the included documenta¬ 
tion only begins to give the player some 
sense of how to get on top of the software. 
Fundamental things like weapons control are 
left unclear. Too much time is spent going 
over the basics of air combat - yet again - 
instead of the basics of this simulation. Oh 
well. Par for the SSI course. 

As a simulation, though Su-27 is without 
qualification now the most realistic modern- 
day air combat simulation on the market. 
Anyone curious about what that means 
should rush out and pick up a copy. I did. ♦ 


The SVGA cockpit, complete with characters in 
Cyrillic and fully-functional detailed instruments. 
Impressive! 


The simulation gives you only the detail you 
need to gain a perfect firing solution 


Steve Wartofsky 


* 
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I t is 1995, and a former World War II 
English Spitfire pilot flies a new World 
War II dogfight simulator called 
Fighter Duel by Jaeger Software and 
Philips Interactive . He does not even enter 
combat, because he is too mesmerized by 
flying the different aircraft! I agree. In my 
opinion, as a pilot who has flown the 
TF5ID Mustang and Spitire in real life aer¬ 
obatics, Fighter Duel has the most accu¬ 
rate feel on the market. 

Fighter Duel is a first person stand 
alone and modem play PC World War II 
SVGA dogfighting simulator. It runs liquid 
smoothly (except very close to the ground) 
in gorgeous SVGA on its designated mini¬ 
mum machine (a 486/33). It models seven 
World War II fighters and variants, equaling 
13 total, including the Mustang, Corsair, 
Spitfire, Zero and German fighters. Finally, 
Battle of Britain airplanes are modeled after 
a long six year wait. 

Of any planes I have personally flown, 
“heavy iron”( World War II warbirds) have 
a unique, heavy, slow motion, soaring feeling 
in vertical maneuvers combined with solid, 
sensitive controls in the horizontal plane. 
Nothing yet accurately touches this feel 
except Fighter Duel. 

It has a “full force”flight model with 
torque, inertia, stability differences, cor¬ 
rectly-modeled 90 degree oscillating spins 
(a first), negative g engine cut out (anoth¬ 
er first), stall buffeting, etc. It flies in a 
non-bouncy manner, like real warbirds. 

The handling differences between the air¬ 
craft are more visible in this product than 
in any other flight simulator. In short, it is 
well done. 

A large, photo-realistic fully working 
World War II instrument panel dominates 
the atmosphere in front of you (a first). It 
quivers when you fire your superb-sounding 
guns, has engine instrument needles, and 
others, that correctly jump and bounce, a 
working needle and ball, the first truly cor¬ 
rect WW2 artificial horizon, and a unique 
engine sound which envelopes you in “heavy 
iron”atmosphere. Actually, in Fighter 
Duel, everything works to envelop you in 



This is one hurting Corsair 


“heavy iron”atmosphere. The viewing sys¬ 
tem is very close to the keypad system 
used in Kesmai Air Warrior. 

The stand-alone options are reminiscent 
of Chuck Yeager’s Air Combat (without 
the missions), to let you explore the capa¬ 
bilities of your historic mounts. You can 
choose to fight up to eight different com¬ 
puter opponents from eight different start¬ 
ing scenarios. Getting catapulted from a 
carrier, and combat air patrol, are some 
examples. You can choose altitudes, fuel 
levels, cloud options and the level of artifi¬ 
cial intelligence. On the highest setting, the 
computer opponents are good enough to 
get away from even good players occasion¬ 
ally. An arcade mode (“quick flight”) is easy 
to get into with a quick click of a button, 
and is loads of fun. 

The modem play works well and without 
problems when I play other people by 
modem. I notice no problems with speed, 
warping or hookups. Sequential screens 
lead you logically from one option to anoth¬ 
er as you set up your computer and pre¬ 
pare to duel. You need at least a 9600 baud 
modem to play modem. Different start 
options allow user setup choices or random 
starting positions....what a blast! Let us look 
at some possible player concerns. 

Fighter Duel contains only one Mustang 
instrument panel without framing or gun- 
sight (a gunsight reticle exists, however). Is 
this bothersome? Frankly, it is not. In real 



Uh oh, the Spitfires are gunning for you now 
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Love those fireworks 

life flying, I find that I focus on a point out 
ahead of the cockpit (except for instrument 
flying) and blank out what ever is between 
me and that focus point, including even a 
person’s head. However, some players 
might be bothered by this. The sole instru¬ 
ment panel is so realistic that having only 
one is not so bad (though more in the 
future would be appreciated). Distance of 
enemy fighters is, however, hard to judge. 
The addition of set missions, careers and 
controllable wingmen would add more 
playability. The ground graphics are limited, 
with only sea and islands, and slow up when 
you get near the ground. Flight simulator 
grognards will notice that fighters do not 
get slow in roll at high speeds, as they 
should. The addition of snap rolls would be 
nice as well. These two features would 
mean that you could use more effective eva¬ 
sion tactics, as in real life. Dive deceleration 
and drag need increasing. The Spitfire 
should be more jerky in pitch and rudders. 
Correct low speed handling characteristics 
are virtually ignored as well. 

Do these problems kill Fighter Duel? 
Hardly. It is just too exciting as it stands. 

It’s the perfect modem game, in many ways 
- little overhead and great action. Besides, 
Jaeger promises to fix problems with patch¬ 
es. Simply put, if you want feel or modem 
play, Fighter Duel will interest you.+ 

Richard Ordway 



Spitfire I hiding in the sun 
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N avy Strike places you in the role 
of “Commander’Vpilot of a Task 
Force in charge of one of three 
rapidly changing political situations: Libya, 
Kuwait and the China Sea. I use the term 
“Commander” loosely, for while you can 
control almost every aspect of Flight 
Assignment, you cannot control the course 
or defensive/offensive weapons of the ships 
in your command. Thus, the ships are there 
simply as background. They might as well be 
land-based runways. This isn’t necessarily 
bad, just realize that you aren’t buying a 
Harpoon. So, what exactly do you control 
as “Commander”? 

Navy Strike opens up by allowing you to 
pick which theater of operations you are to 
command. In Libya, intelligence reports that 
chemical warfare plants are in operation so 
trade sanctions have been imposed by the 
UN. Your role as the Task Force Comman¬ 
der (TFC) is to uphold these sanctions. For 
the Kuwait theater, your mission is to pre¬ 
vent a possible re-invasion by Iraq. Finally, in 
the China Sea theater, China has imposed a 
no-fly zone over the oil-rich Spratly Islands. 
Your mission will be to oppose that no-fly 
zone. All of these missions start out as 
politically tense situations. War has not 
been declared; your main mission is to try 
to carry out your orders without starting a 
war. How you carry out your orders is up 
to you as the TFC. It’s your show; you will 
take the blame or glory. 

The arsenal you have to do your job con¬ 
sists of F/A-I8E, AX and F22N aircraft, as 
well as E2C early warning aircraft (you can’t 
fly this one). Using several predefined 
weapon loadouts (Long-Range & Normal 
versions of CAR Strike, Sea Strike, CAS, 
Wild Weasel and Reconnaissance) and asso¬ 
ciated waypoint templates, you plot out 
your strategy. 

The ideal of a waypoint template with 
associated actions for each waypoint is a 
good one. It reduces the amount of work 
you need to do, gives the novice a way of 
learning the game system and the advanced 
game player a good starting point for modifi¬ 
cations. Navy Strike provides a good way- 



External view of an FN22 

point editor for fine-tuning your approach. 
You can add, delete, and modify waypoints 
as well as adjusting the altitude aircraft are 
flown at and the action to be accomplished 
at each waypoint. While the editor isn’t as 
good as the one in Falcon or Tornado, it 
is powerful. What prevents the editor from 
being really good is the lack of topographi¬ 
cally accurate maps and a “nap-of-the-earth” 
waypoint action. 

Navy Strike has several difficulty set¬ 
tings. At the lowest level the Al is non-exis¬ 
tent. It is almost impossible to lose at this 
setting, making it ideal for learning the game 
interface. At the highest setting the game 
can be challenging at the command level. 
There is a lot happening, and you don’t have 
the resources to do everything that needs 
to be done. Do you escort that civilian 
Airbus, or send out another reconnaissance 
flight? Should I refit my aircraft payloads to 
provide more CAP or Strike aircraft? A mul¬ 
titude of decisions such as these await you. 
However, as in most games of this type (e.g. 
SVGA Harrier), you must also fly the 
strike or engagement portion of the flight 
for any hope of a positive outcome. In my 
experience, at the highest level of difficulty, 
unless I flew the intercept and strike aircraft, 
none ever returned. 

And herein lies the major problem with 
Navy Strike: it’s neither a good enough 
flight simulator to stand on its own (for 
instance, there is no way to communicate 
with your wingman other than taking con- 



Allocating 2 FN22 aircraft to intercept an 
incoming threat 

trol of his plane) nor is it a good enough 
command-type strategy game to win high 
markings in that category. The manuals 
included with the game don’t help much, 
either. They are inadequate in instructing 
you how to fly and fight, or how to plan 
naval strategy. You can’t really play this game 
like Harpoon or Fleet Defender and 
expect to win. However, without the tactical 
and flight knowledge gained from playing 
Harpoon and Fleet Defender a novice 
player is going to have a rough time figuring 
out Naval Strike. 

Despite the mixed results of trying to 
mix the genres here, Navy Strike is never¬ 
theless a pretty enjoyable experience if you 
are a veteran simulation and strategy gamer. 
Otherwise, it’s a mixed blessing at best. 

Problem Note: Please be aware that I was 
unable to get Navy Strike to work with my 
Zeos Pantera P90 system with 1 6 Mb of RAM 
and a Diamond Stealth 64 Video (2 Mb of 
VRAM) card running Windows 95. Even after 
booting to MS-DOS mode and installing the 
game for VGA, I was unable to get the game 
running. Whether this has something to do 
with my video card, the Zeos Pantera or the 
Diamond Stealth Card, I don't know. However, 

I was able to run the game on a 486/DX66 
with 12 Mb of RAM and a Diamond Stealth 
64 (I Mb VRAM) card running DOS 6.22. 
Make sure you buy the game from a store that 
accepts returns, especially if you are running 
Windows 95. ♦ 

Alan C. Fusco 



Getting ready to jump into the pilot seat of 
“Scramble-1” 



Coming in for a precision airstrike - bombing Bull’s-Eye! Nice work 

that hospital to the left isn’t going to win us 
any propaganda points! 
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The obligatory explosion shot 


S tar Rangers is Interactive Magic's 
first design done totally in house. As 
such, it hints at lots of great future 
gaming from this up and comer. Star 
Rangers is a solidly fun design, though not 
without some flaws. 

The premise is based loosely on Atari's 
classic Star Raiders. In that game (itself 
based on any of a number of TTY-based 
“STRTRK” programs from the dim gray days 
of computing) you hopped around an area of 
space marked off neatly into a grid of sectors. 
In each sector you’d fight whatever bad guys 
there were, or dock with a space station for 
repairs and refitting. The catch was, as you 
were fighting the enemies in one sector their 
comrades would be closing in on your bases 
in other sectors. This helped keep the action 
frantic from start to finish. 

Same thing here, only 1-Magic has improved 
a classic. There are no distinct sectors in this 
game. Instead, the star map shows the exact 
location of other vessels. Bases and friendly 
ships always show up on this map, but ene¬ 
mies only appear if they’re in sensor range. 
Each friendly base or ship can scan an area of 
space around itself, and they beam that data 
to your ship’s computer. If an area of space 
isn’t being scanned, its contents are a com¬ 
plete mystery to you. Could be an entire 
enemy fleet out there...waiting. 

You have a weapon to fight this problem, 
though. You can fly into unknown space and 
drop a transponder buoy. This little beauty 
will scan nearby space and add its data to all 
the rest. In this way, you could scan all of 
known space...if you had the time. But while 





Hot on the tail of a Taureg pirate! 


you’re running transponder errands, the 
enemy is closing in! 

You and a wingman will have to beat back 
the enemy fleets. By popping up the star map 
and clicking on a point, you set your warp 
destination. You can then either warp there 
yourself, or send your wingie to handle the 
dirty work. If you decide to go, you’ll find 
that warp-space looks like a winding wire¬ 
frame tunnel. You’ll have to fly the length of 
it in order to arrive at your intended destina¬ 
tion. If you wander out of the tunnel, you’ll 
land in normal space at a distance from your 
targeted re-entry point. 

Once in contact with the enemies, Star 
Rangers turns into a good of space shoot- 
em-up. There are little glimmers of X-Wing 
in there (specifically channeling energy to and 
from shields and weapons) but for the most 
part it doesn’t have as much of a “sim” feeling 
as X-Wing did. You have a variety of guns 
and missiles to use against your foes, and of 
course a state of the art targeting computer. 
One nice feature is that destroyed ships leave 
real d^>ris floating in space. Fly into a hunk 
of this junk and your ship goes careening out 
of control! 

After you’ve wasted the bad guys, it’s time 
to check your status. If you’re low on energy 
or ammo, or if you’ve taken damage, you 
might need to head to a base for refitting and 
repair. If you have time. But it may be that 
across the galaxy, a civilian ship is under 
attack and needs your help. If so, you’re faced 
with the decision of where your priorities lie. 
To hesitate is to lose. Think fast, and get back 
into the fight! 



This guy’s shields are glowing from the beating 
I’m giving him 



The bogey’s shields glow with the energy from 
your plasma bolt 


Overall, Star Rangers is a fun game, but 
there are some minor problems. First, the 
sound. Sound effects are just too wimpy. The 
sound of guns firing and missiles launching 
would be more appropriate for a Mario 
Brothers game than something as macho as 
Star Rangers! And the voice acting is weak, 
to say the least. When your wingman kills an 
enemy, he radios something like “That one’s 
vapor,” in a monotonous voice that would 
make Ben Stein proud. 

Second, during the game you’ll get video 
and voice messages through a display in your 
cockpit. Even on a P-100 with 16 megs of 
RAM, these incoming messages caused the 
game to freeze while they loaded. Very dis¬ 
concerting. The video is useless anyway... a 
patch to just turn it off would be welcome. 

These problems are just minor annoyances 
though. Overall, the gameplay is just what /- 
Magic wanted it to be: a fast and furious 
arcade game that still requires some thought 
and planning. Ten difficulty levels take the 
game from ridiculously easy to a decent chal¬ 
lenge, so anyone should be able to enjoy it. 
Granted, the challenge often comes more 
from overwhelming numbers of enemies than 
from them outflying you, but that again ties 
into the arcade game feel. Blasting wave after 
wave of enemy ships is where it’s at! Star 
Rangers isn’t too serious or very deep, but 
it is fun. Go ahead. Try it. It’ll be your guilty 
little secret for when you’re feeling a bit 
burned out from the latest hyper-realistic 
flight-sim. Enjoy! ♦ 


Peter Smith 
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When you’re this close, you don’t even need 
your targeting computer 
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Technical Advisor ! i 
William "Bud" Gruner 
commanded the ^ 
submarine USS 
Skate during WWII, 
and was awarded r. * *ni 
the Navy Cross and the Silver Star. 
Commander Gruner provides narra¬ 
tion of technical and tactical matters 
as well as personal anecdotes of his 
vast WWII experience. 
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A feature-packed 

World War If submarine simulator, 

SILENT HUNTER * is without equal. 

As commander of a U.S. submarine in the Pacific, 

your task is simple — sink as much enemy tonnage as possible! 

Choose from a variety of American submarines — and let the 
hunt begin! Prowl the shipping lanes. Steal into enemy harbors. 
Embark on Special Operations missions. Authentic WWII film 
footage, cinematics and narration throughout provide a historical 
feel for the submarine combat experience. 

Play individual missions or an entire campaign. And prepare to 
be blown away by magnificent SuperVGA graphics, an original 
sound track and action so real you’ll want a life jacket! 

TO ORDER: Visit your retailer or call 1-800-601-PLAY with Visa/MC 
(North America only). ©1995 Strategic Simulations, Inc., a Mindscape Company. 

All rights reserved. _ _ 




Call 1-800-771-3772 
for Game Rating 
information. 


RATING PENOING 

m 

nnimwin nrmui 
MTINCl IMM 









Reader Service No. 141 



























Designed & Published by The Bruce Artwick Organization 

Platform Windows 



Y es, The Bruce Artwick Organization s 

Tower is a complex simulation, liter¬ 
ally years in the making. Yes, it’s a 
scaled-back version of software originally 
designed to be used for professional air traffic 
controller training. But what’s really amazing 
about Tower is that - for all of its claim to 
the title of Serious Simulation - the design 
has two of the most fundamental elements of 
gaming down pat: it’s disarmingly simple and 
easy to get into, but incredibly challenging to 
win at. Playing Tower feels like playing chess, 
or monopoly, or - dare I say it - Tetris the 
first time around. 

In other words, your first reaction once 
you get the thing started up is, “so - all I do 
is just contact these airplanes and clear ‘em 
to land? No prob! Three keystrokes, 

UAL585 yer set, three keystrokes, okay 
American668 you just take that other run¬ 
way, uh, USA223 taxi to runway 4L, er...no, 
wait, UAL585’s landing there, - taxi to 27R, 
umm.. uh oh, wait a second... - where’s the 
pause button?!” 

You can, of course set up incredibly chal¬ 
lenging scenarios, with heavy air traffic 
approaching one of three included airports 
from all directions and all the runways and 
approaches in use. But Tower starts you off 
simply (in practice mode, if you’d like) with 
just, say, one or two planes approaching per 
minute. The initial scenario options ease you 
into the whole rhythm of air traffic control. 
You can just sit back and watch the slow bal¬ 
let in this state, enjoying the incredible anima¬ 
tions (bit-mapped for O’Hare and 
Washington DCA, polygon for the fictional 
Canyon Field, the latter including zoom and 
in-the-cockpit modes so you can really jump 
into the simulation from numerous perspec¬ 
tives). And you can then graduate into the 
increasing tension of having to juggle your 
traffic as it gets busier. 

Tetris is really a useful comparison, in one 
sense, because the rhythm of the gameplay is 
quite similar in the two designs. The essential 
principles of play are intuitive enough in both 
cases that you can spend a little unpressured 
time at the start learning them, then use the 
software’s ability to provide ever-increasing 
challenges and put your basic skills to use in a 
faster and faster-paced environment, one 
which requires you to think ever more quick¬ 
ly on your feet. 

It’s partly the design, but also partly the 
nature of the reality being simulated that 
leads to this kind of gradually intensifying 
style of play. The initial commands to issue to 
your approaching traffic are straightforward 
enough, but as traffic starts to pile up, you 
have to start using an increasing variety of 
commands to put the whole real-time puzzle 
together and keep everything running 
smoothly. As you play Tower, a kind of 
three-dimensional conceptualization of the 
relationships between all the planes in the air 



Keeping an eye on NWA flight 954 from both 
the air traffic controller’s and the bird’s eye 
view perspectives at Canyon Field (polygon) 

and on the ground grows apace, and requires 
ever-more-concentrated attention to sustain 
intact. That ongoing conceptualization of the 
relationships between incoming and outgoing 
traffic is what makes Tower both exciting to 
play and almost infinite in its variety. 

Air traffic control simulations have been 
here before, Tracon and Tracon II being 
the most notable efforts. A computer screen 
is the perfect medium to represent the air 
traffic controller’s BRITE and ASDE screens 
on, after all - a perfect marriage of the medi¬ 
um with the message. The big difference in 
Tower is that it’s got an incredibly beautiful 
combination of out-the-window (of the 
tower) views, too. With the bit-mapped air¬ 
ports, you can scroll 360 degrees around the 
tower and either manually track the traffic, 
or select auto-tracking and have the comput¬ 
er switch to tracking whichever aircraft you 
right-click on on the ASDE or BRITE. With 
the polygon airport, you also have the addi¬ 
tional options of jumping to “super binocu¬ 
lar” up-close outside views of each incoming 
airplane, or even into the airplane’s own 
cockpit itself. Feel the pain of a missed 
approach from a first-person perspective; 
experience the aggravation of finding a 
Cessna 182 readying for take-off on your 
assigned runway. Then jump back into the 



Keeping in close touch with your traffic is ideal 
- and easy to do when there’s not much going 
on yet. Once things get jumping,though... 



O’Hare field in Chicago - one of the world’s 
busiest airports, especially once you dial up the 
traffic! 

tower and sweat the details, knowing that 
you are responsible for all these planes and 
the passengers on-board. 

The last two really neat things to say 
about Tower is that, first, it integrates won¬ 
derfully into a Windows95 environment. I 
have it running in the background with full 
confidence even as I write this review, and 
can switch back and forth between Tower 
and my apps with ease (no special video 
modes are required, though things start to 
get a little small at 1280x1024). Secondly, it’s 
got hooks to do modem or direct serial con¬ 
nection with Flight Simulator. So you can 
direct a friend into Canyon Field (the only 
airport with modem support) in an interest¬ 
ing multiplayer experience, or - if you have a 
non-standard multi-serial port setup, you 
could conceivably handle multiple incoming 
FS-connected traffic, making Tower an inter¬ 
esting potential hub for network-style play 
without the overhead of network hardware 
and software. 

All in all, Tower is a surprisingly good sim¬ 
ulation for the PC environment, and even 
more amazingly - a fun and exciting game. 
Let’s hope there’s a chance for airports and 
add-ons with this design down the road! ♦ 

Steve Wartofsky 



You get to see fully-detailed planes making 
actual take-offs and landings on the bitmapped 
runways, complete with animated lights and air¬ 
craft shadows. Pretty! 
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Anatoly Kvotchur, Russia’s top test 
pilot, knows the real Su-27 better 
than anyone in the world. His role as 
technical advisor ensures a simula¬ 
tion of the ultimate in accuracy 
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To order: Visit your local software retailer or call 
1-800-601-PLAY with VISA/MC (North America only) 


SU-27 FLANKER is a trademark of The Fighter Collection 
©1995 Strategic Simulations. Inc., a Mindscape 
Company. All rights reserved. Windows is a registered 
trademarks ot Microsoft Corporation. Falcon 3.0 is a 
registered trademark of Spectrum Holobyte. 
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Designed by Steve Eschweller 
Published by FormGen 
Platform DOS 



Marine Strike Fighter 

B lack Knight - a new F/A-18 sim 
from Formgen , named after the 
famous Navy squadron - is, to put 
it kindly, a low-end project. The most 
welcome “feature” of this air combat 
simulator is that it runs on modest hard¬ 
ware. BK actually runs very well with 
full detail on a 486/80. With the wave of 
the “bring em’to their knees”graphics 
intensive flight sims recently, this is a 
potential plus, even though BK is only 
VGA. While the graphics are kind of a 
cross between Yeager Air Combat, 
the Aces Over Pacific/Europe series 
on steroids, with some Apache ground 
traffic details, the overall appearance 
with Gouraud shading and very good fog 
effects is still quite pleasing. 

What usually makes or breaks many 
flight simulators is the flight model. While 
I’ve never flown an actual F/A-18, the rep¬ 
resentation in BK feels pretty good. 
According to the 80-page manual a few 
actual Black Knight pilots had a hand in the 
development of BK, so I would suspect 
that it must be fairly accurate. However, 
my opinion is the roll axis feels “about 
right,” but pitch control seems rather 
insensitive. I base this on the comments of 
real F/A-18 pilots, who say the Hornet has 
very good pitch authority even at low 
speeds. Furthermore, while the brakes 
decrease airspeed, dropping the gear does¬ 
n’t. And flaps do nothing more than add a 
little drag; they don’t change stall speeds 
(!). It’s obvious BK was scaled down to 
take the complexity out of flying a modern 
jet fighter, although the ILS system is one 
of the more complete ones I’ve seen on 
flight sims. 

BK offers many of the standard things 
air combat sim fans look for, such as popu¬ 
lar flight controller support, quick mission 
creator (limited to 3 bandits), flight 
recorder, training missions (8), and canned 
missions. There is also a free flight option, 
where you can take your F/A-18 up and 



BK is one of the very few recently released flight sims that will run well on modest hardware and 
still have eye pleasing graphics 


bore holes in the sky without having to 
worry about SAMs or getting a missile up 
your tailpipe from a bandit. 

The most interesting feature of BK is 
the flight instructor option. If you have a 
sound card, in addition to “Bitch in’Betty” 
(the female voiced warning system), you 
can have a flight instructor tell you what to 
do. While the instructor actually helps you 
become acquainted with the aircraft, he’ll 
grate on your nerves after a while. BK 
also supports a relatively subtle 3D sound 
mode featuring actual recordings of in¬ 
flight noise, as a bonus. 

Of the 50 included canned missions (10 
more are available free for sending in your 
registration card), most are ground strikes 
(not unusual for an attack aircraft). There’s 
no campaign play, and there’s a total lack 
of mission briefing or debriefing (the 
Digital Display Indicators indicate your tar¬ 


gets). However, there is a novel scoring 
system. You get points for good hits and 
landings, weighed against what ordnance 
you use. The problem is, you can only view 
your score when you finish a mission. On 
some missions, you’ll have a wingman, but 
your interaction with him is pretty much 
limited to his congratulating you on hitting 
a target and calling you for help. 

With this all said, overall, BK has a 
Jetfighter 2 feel to it — simple and lightly 
challenging. While BK won’t hold the 
interest of a hard core air combat sim’er 
for very long, I believe BK would make a 
good introductory air combat sim or gift 
(BK currently comes with a free Firepower 
video about general Naval aviation - very 
little about the F/A-18) for the casual air 
combat buff due to its simplicity and mod¬ 
est enemy Al. ♦ 

Ben Chiu 



The implementation of the ILS system is very 
good. Most sims will only point you toward the 
air strip. BK’s waypoints set you up realistically 
for shooting an approach 


The F/A-18 is also able to mix it up (dogfight) 
with the best of them 


Scratch another bandit! To its credit, dogfighting 
in BK looks very close to actual gun camera 
footage 


■ ■ 96 


Strategy Plus 

























Europe Aflame! 


1 mcmm* I vist ■■■■■■ * I • I * I 


SSI’s masterful Advanced 
Simulator Series sails on! 
GNB IV: Burning Steel ' is an 
enormous simulation that 
covers all European theaters 
of war from 1939-1942. 

You’ll have access to the 
Italian, French, Russian and 
British navies — all major 
European ships and aircraft 


present in World War II! 

A Random Battle Generator 
lets you create unlimited 
conflict — from small surface 
engagements to full-blown 
carrier task force battles! 

Use the powerful Scenario 
Editor to create your own 
battles or modify existing 
ones in areas like the North 


To order: coll 1-800-601-PLAY with 
VISA/MC (North America only). 


Sea or the Mediterranean. 
For unprecedented control, 
a sophisticated customizer 
lets you alter various aspects 
of the game routines. 

An intuitive, easy to use 
interface, Super-VGA graph¬ 
ics and an astounding sound 
track put this simulation 
right on target! 
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Flight Simulator Flight Shop 


An airplane hobby shop on a disk! 


Y ou say you always wanted to be an 
aeronautical engineer, but differential 
equations finally forced you to switch 
your major to basket weaving? You’ve always 
wondered what you could have created if you 
had only mastered the math? Well, wonder 
no more because BAO Publishing has come to 
your rescue. With the release of Flight 
Simulator Flight Shop, BAO has placed an 
aircraft design factory at your service. You’ll 
be able to design, build, paint and customize 
the aircraft of your dreams and test fly it 
using Microsoft's Flight Simulator (Version 
5 or 5.1). 

Wait! Look at this manual! I told you I 
FLUNKED calculus! 

At first glance, the book can be quite intimi¬ 
dating for a wannabe aero engineer. Chapter 
2, the designer’s guide, runs over 70 pages. 
There is a tutorial that will slowly lead you by 
the hand through the design and building of a 
paper airplane. BAO even added “workshops” 
that will likewise hone your skills. Don’t 
worry! This program is not so detailed that it 
is impossible to use, and the instructions are 
clear and simple. If you are a FS5.1 aficiona¬ 
do, you’re motto is probably “Alone, Un¬ 
armed and Unafraid” anyway. Just dive right in 
and learn by doing. 

The very best advice given in the book is to 
round up the necessary references before you 
start. It will save you a lot of running around 
searching for dimensions between building 
each part. You’ll find it easier to learn this pro¬ 
gram if you try to recreate an existing design 
rather than invent a new aerospace vehicle. 

So decide what you want to build, gather 
some photos of the aircraft from various 



The new T-6 Texan is just the thing for chasing the computer generated 
Cessnas around the sky. If only there were guns! 


angles, find some drawings or blueprints that 
include dimension information and secure 
some basic performance data. If you can’t find 
dimension information, get a good ruler and 
hope the drawings are to scale! In addition, 
you need the right “just do it” attitude. The 
program design functions are based on 
“tenths.” For example, you make a part 2.5 
feet long. Most blueprints are going to list 
dimensions in feet and inches. Don’t let the 
minor details get you down. Round off the 
foot dimension to something close and press 
on. Otherwise, you will make it way harder 
than it needs to be for no noticeable result at 
the end of the project. 

The example used for this project is a 
Fairchild PT-19. It was one of the “workhorse” 
trainers of World War II; over 12,000 were 
built, used mainly in the United States and 
Canada for primary pilot training. Its flying 
characteristics are superb for training new 
pilots. Over 200 are still on the FAA registry, 
with about 100 of those in flyable condition. 
Reference material is readily at hand. Many of 
the original Army manuals are available. The 
airplane Parts Catalog with its exploded draw¬ 
ings of even the smallest assemblies is a great 
help. The airplane Structural Repair Manual, 
Maintenance Manual and the Assembly Manual 
also provide dimensions, pictures and dia¬ 
grams. Performance specifications are in the 
Pilot’s Operating Manual. There also happens 
to be a PT-19 in my hangar; the ultimate refer¬ 
ence! It seemed the perfect choice for experi¬ 
mentation with FSFS. 

If you are in search of such references, 
check the “Books” section of Trade-A-Plane. 

It’s published 3 times a month and is available 
at major newsstands. Manuals are for sale for 

both military and civilian 
aircraft within its pages. 

Everybody into 
the pool! 

Use the learn by doing 
approach and turn to 
page 19, the tutorial on 
how to design and build 
a paper airplane. If it 
works for paper, it 
should work for a PT 
or anything else and 
the result will be much 
more fun to fly. The 
step by step approach 
is perfect; simply follow 
the directions for cre¬ 
ating your project 
directory and then 
change to it. Keep right 
on going and set up the 
blueprint screen as 
they suggest. Now, 
when it is time to draw 
the actual blueprint for 



This F-18 is just one of the new aircraft FSFS 
allows you to fly in Flight Simulator. Its per¬ 
formance is much better than anything 
offered so far! 



The paint job on the new DC-3 is really colorful 
and enjoyable.You’ll spend most of you’re time 
in exterior view when flying it 


* 



The Northwest 747 is a blast to fly! In this 
behemoth, when you’re sitting on the numbers 
waiting to take-off you’re looking down on the 
runway from a perch about 40 feet high 



file Shuttle Bus to... Setup 


Official Aircraft f-actury 


f acilities Map 


AF Planning/! ogistics: (c:\af5\pt 19\] 
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The factory: the interface is easy to understand 
and simple to use. Jump in and “just do it!’* 
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"This monthly CD-ROM 
Magazine should quickly 
become a gamer’s best 
friend. Even After Hours 
can't give you more in 
the way of multimedia 
game reviews, previews, 
tips and hints, bug 
fixes, and patches than 
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Building the wing. Remember to closely 
space the points around a wingtip to get a 
smooth curve 



AF Structure Blueprint: [c:\al5\pH9\J 

1 

| file Bulkheads... 

Manufacture View Zoom Settings 

Help 



The overlay of the top and side fuselage views 
looks unlike any aircraft part you ever saw. Have 
faith, it will work out just fine! 



The nose cowling after bulkhead installation and 
manufacture. Not bad! Told you it works out! 

You can change colors on the screens to suit 
your preferences 



The fuselage after manufacture.The first part 
produced; there are a few errors to rework next 
time but not bad for a first effort. It’ll fly 


the fuselage there is an important shortcut to 
the procedure. 

Have your proposed blueprint already 
sketched out on a piece of graph paper. Use 
your reference materials and plot each point 
in an outline of the shape you intend to cre¬ 
ate. This may seem a little unnecessary but it 
will ultimately save you time. The program 
plots reference points in a sequential manner. 

Unfortunately, it won’t allow you to go 
back and adjust one in the middle of the blue¬ 
print without erasing all the points that fol¬ 
lowed the incorrect one. This is a pain, so 
make sure you plot them correctly the first 
time; use your graph. Prepare the side view 
first. Remember, no one is going to the moon 
in this thing, so round off the measurements 
to the nearest 6” (.5 inches in FSFS style) 
and get on with it. You can be precise to the 
last millimeter in later projects! You won’t be 
able to connect the last point with the first 
point to close the design, but don’t worry 
about it. The program will take care of that; 
just put it as close as you can get it. 

Next build the top view by drawing it in ref¬ 
erence to the side view. Select new part and 
reference it to your previously saved side view. 
Line up the parts carefully; switch between 
side and top views to make sure they join cor¬ 
rectly where angles change. Definitely use the 
“Symmetry Mode”from the “Create” menu as 
the manual suggests. It allows you to draw one 
half of the view while the program “mirrors” 
the other half. It’s a great time saver. 

One minor characteristic of parts building 
can be annoying. You are limited to 30 refer¬ 
ence point entries when you design a part. 

On long, mostly straight parts this is not a fac¬ 
tor. When you start trying to draw curved 
surfaces it may limit you, especially if you use 
the “Symmetry Mode”. For example, if you 
want a wing with nicely curved wingtips you 
will have to closely space many points as you 
go around the wingtip to get that smooth 
look. But in Symmetry, each point is being 
duplicated on the other side of the axis; in 
effect, you are limited 
to 15 points. To get 
around this problem, 
either use points spar¬ 
ingly except at the 
wingtip, or don’t use 
Symmetry. Just build 
one wing. Later, the 
Assembly Line will 
allow you to add a 
mirror image of the 
one you actually create 
to the opposite side of 
the aircraft. 

Bulking up...with¬ 
out Hans und Franz! 

After you’ve built the 
top and side views of 
the fuselage and saved 
them, you can move on 


to the step that will make these line drawings 
begin to resemble an aircraft. Installation of 
the bulkheads appears difficult when first 
viewed, but it is one of the easiest proce¬ 
dures. Once you are in Structures, select both 
of the parts you just built. When the two 
parts are overlaid they look like totally unre¬ 
lated pieces! Don’t worry. Believe! 

From the Bulkhead Toolbox select the type 
of bulkhead you want. These shapes will define 
how the exterior of your aircraft looks. For a 
PT-19, the Flat Octagon was the closest to the 
original. Once again, placement proceeds pro¬ 
gressively across the screen from one side to 
the other. If you make an error, you will have 
to erase all bulkheads back to the bad one to 
change it. Generally, you will want to place a 
bulkhead at any point where an angle change 
occurs in either the side or top view. For long 
straight stretches, space bulkheads evenly 
through the structure about a foot apart. As 
you approach thin areas, such as the trailing 
edge of a wing, you may not be able to place a 
bulkhead without causing a lump in the profile. 
If the area is less than 8 inches thick, it won’t 
need a bulkhead. The Structures screen also 
has a limitation on the number of bulkheads 
you can place. The program will not accept 
more than 20 and will display a message telling 
you to rework the design. 

When you think you have it right, manufac¬ 
ture it and save it as the book suggests. 

Assembly line production: Quicker 
than Henry Ford ever dreamed of! 

Repeat the previous parts and structure 
building process until you have all the basic 
parts necessary for the aircraft. The PT-19 
required a Nose Cowl, Fuselage, Wing, 
Horizontal Stabilizer and Vertical Stabilizer to 
resemble an aircraft. Follow the same assem¬ 
bly procedure that the manual specifies for 
the paper airplane and your aircraft will be 
ready to test fly in no time....and that’s a topic 


for another issue! ♦ 

John Nolan 



A quickly designed and produced PT-19.Time to get it into the air and 
then bring the prototype back into the factory for revisions! 
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They're being built to destroy countries 

THAT DON'T EVEN EXIST YET. 




B-2A GENERAL ARRANGEMENTS 


376,000 LB 
(4) GE FI 18-GE-110 NON-AFTER- 
BURNINC TOURBOFANS 


CREW 


Advanced 3D graphics and digitized 

SPECIAL EFFECTS ADD TO THE REALISM. 

Also multiple states of-damage 
(watch your target explode into 

BITS) AND DIGITIZED EXPLOSIONS. 


If NOT BEING DETECTED IS YOUR 

thing, climb aboard the B-2 
Stealth bomber. It took an 

ARMY OF ENGINEERS TO MAKE YOU 
INVISIBLE TO ENEMY RADAR. AND 
WE GOT ALL THE SPECS. 


THREAT 
4 AIM9M 


Electronic Arts is a registered trademark, and Advanced Tactical Fighters is a trademark of Electronic Arts. Reference work from Jane's Library « 1995 Jane's Information Group 









































F-22A GENERAL ARRANGEMENTS 


1 
a 


\ , 







yr? 


XI 



r-A Janes \i i tuK uoki.u’nmiu tun 

'* l ’jn r wr»p wpup— 


6£i) 



OQV 
, — 1 *z? *■ ■ 


Be the first civilian to experience 

AIR COMBAT IN THE ADVANCED TACTICAL 
FIGHTERS OF THE EARLY 21ST CENTURY 
IN THIS SEQUEL TO US NAVY FIGHTERS 
(THE STANDARD FOR SIMULATIONS IN 

1995). Fly aircraft that are just 
starting Pentagon test programs, 


This simulation is based on exclusive. 


authentic and up-to-date information from 


Jane's Information Group (the world's largest 


PUBLISHER OF MILITARY INFORMATION). IT INCLUDES 


A FULLY INTERACTIVE JANE'S ALL THE WORLD'S 
Aircraft Guide with blue prints, weapons 


INFORMATION, ENGINE DIAGRAMS, AND COCKPIT 


LAYOUTS. YOU CAN EVEN PULL UP VIDEO FOOTAGE OF 


THE ACTUAL FIGHTERS IN TEST PROGRAMS PULLING 


THE SAME MANEUVERS YOU PULL IN THE GAME. 


3.2 G 


THR 100". 
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This is your opportunity to 
experience U.S. tactical and 
technology trends. Like the 
X-31'S POST STALL MANEUVERS 
AND HIGH ANGLES OF ATTACK. IN 
SCALEABLE RESOLUTION MODES FOR 
MAXIMUM PERFORMANCE ON MULTIPLE 
PROCESSOR SPEEDS (320 X 200 
ALL THE WAY TO 1024 X 768) . 


£ 


A 



10 


Modem and network play lets 

UP TO 8 PLAYERS DOGFIGHT IN 
AUTHENTICALLY DETAILED F-22'S. 
SUPERCRUISE THROUGH FULLY TEXTURE 
MAPPED TERRAIN RANGING FROM 
DESERTS TO ISLANDS TO CITIES. 
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3 all-new Air Power Campaigns 
of the Future with different and 

UNIQUE THREAT ENVIRONMENTS. THE 
KIND THAT REQUIRE THE EXTREME 
BOMBING ACCURACY OF THE F-117A 
TO TAKE OUT HARD TARGETS. JUST 
BEWARE THE AIR DEFENSES OF THE 
NEW ENEMY FORCES. 


A 


A 


JANE'S 

ADVANCED 
TACTICAL 
F I G H T E R S' 


COMBAT SIMULATIONS 


From Electronic Arts Studios 

htto://www.ea.com/j ones.html 

(for more Information) 


Limited. Call 1-800-771-3772 for information on game ratings. Actual screens may vary. 
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Call 

NOW 

to 

Order 



International 

802-767-3033 

Fax 

802-767-3382 

Source 10558 

Adults Only 
PO Box 14 
Dept 10558 
Hancock, VT 
05748 

MUST BE AN 
ADULT TO ORDER 


IBM INTERACTIVE 

Buster Cherry $45 

Brothel $28 

California College Girls ea $24 
Casting Couch $44 

Chamelions $42 

Club Cyberlesque $29 

Come Play With Me $36 

County Line $44 

Cyber Photographer $49 

Cyber Strip Black Jack $36 

Cyber Strip Poker $36 

Cyber-Peep Interactive $19 

Cyberpeep 2-Cheerleader $34 
Cyberpeep 2-Nurse $34 
Cyberpeep 2-School Girl $34 
Cyberpeep 2-Waitress $34 
Dark Tunnels $18 

Designer Bodies $36 

Desktop Mistress $49 

Desktop Voyeur $49 

Digital Dancing $32 

Director’s Cut $39 

Dirty Debutantes 2 $39 

Diva X $38 

Dream Girl $28 

Dream Machine $38 

Dream Machine 2 $49 

Electric Swing $39 

Encyclopedia of Sex $49 

Fantasies Interactive $35 

Fantasy After Dark $35 

Fox Pack $37 

Fun House $39 

Girlfriend Teri $39 

Girlfriend Tracy $39 

Golden Words in Sex $24 

Hollywood Body Double $44 

Hot Slots $37 

Hump Towers $44 

IA Adv of Seymore Butts $39 

IA Adv of Seymore Butts 2 $49 
Interactive Sexual Therapy$46 
International Strip Poker $22 

Intimate Journey $24 

Intimate Possibilities $36 

Japan Interactive $44 

Ladies Club Poker Night $26 

Ladies Club Pool Night $25 

Latex $44 

Luscious Ladies, Lingerie $24 

Lust Connection $39 

Maddams Family $29 

Maid to Order $44 

Make Your Own Orgy $32 

Max the Naughty Dog $49 

Midnight Stranger $45 

Mind Teazzer $29 

Mind Teazzer 2 $32 

Mustang Interactive $42 

Mystik Mistress $44 

Nasty Parts $42 

Net Erotique $39 

Neurodancer $39 

Neuropak $54 



‘VIRTUAL 
VALERIE 2’ 

The queen of 
cybersex is 
back! Virtual 
Valerie 2 is 
the ultimate in 
cyberotica 
and the 
embodiment 
of every red- 
fa I o o d e d 
technophile’s deepest desires! Sophisticated 3-D 
modeling, tantalizing animation, erotic sound 
effects, and a sizzling music score combine to cre¬ 
ate a mind blowing sextravaganza! CD $36 



‘VIRTUAL 
SEX SHOOT’ 

Imagine being 
transported to 
a mysterious 
island where 
elements of 
past, present 
and future are 
the setting for 
the most excit¬ 
ing XXX rated 


interactive VR game ever created. Imagine having near¬ 
ly infinite possibilities as you create your own visual fan¬ 
tasy by controlling cameras that are capturing every 
intense moment of highly charged erotic sex. CD $52 



‘DIVA X’ is an interactive cybersex simulator. The concept 
is simple: by using PIXIS proprietary technology and 
friendly interface, a user will be able to interact with the 
actress in ways limited only by their imagination. CD $38 
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LA BLUE GIRL 

Centuries ago, a 
ninja clan made 
a deal with the 
forces of the 
underworld. 600 
years later, Miko 
Mido, a beautiful 
ninja in training, 
must make sure 
that the sex- 
starved Shikma 
stay out of humanity’s way. First Miko and her sister become 
targets of a perverted race over the signet case which sym¬ 
bolizes the age old demonic deal. Then Miko defends her¬ 
self again against forces of evil. CD $22 
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‘SORORITY 
SEX KITTENS’ 

The college co¬ 
ed. An elusive 
creature who 
has inspired 
more than one 
frat boy’s wet 
dream. Now 
you can par¬ 
take in all the 
carnal plea¬ 
sures that these Sorority Sex Kittens have to offer without 
even buying them dinner! Just take a visit to the virtual 3- 
D campus, then point and click your mouse to join in on 
any number of action packed scenes. CD $42 




‘LATEX’ You’re 
lost in a 3-D Latex 
city of the future. 
It’s up to you to 
explore every gut¬ 
ter and rooftop of 
the city, pick up 
erotic dues, soak 
in the sexually 
graphic visuals on 
the cyber kiosks, 
and unravel the 
cryptic messages on the video billboards. Do it right and you’ll 
make your way to blue skies and freedom. If not, you’ll be trapped 
forever in a dark, foreboding world of unrelenting decadent sex. 
Which come to think of it isn’t such a bad fate after all. CD $44 


Night Owl 18 

Nightwatch 1 or 2 ea 

$29 

$39 

IBM INTERACTIVE 

IBM MOTION 

IBM MOTION 

IBM MOTION 

Nightwatch Interactive 3 

$49 

Spy Club 

$49 

101 Oriental Delights ea 

$19 

Bangkok Nights 

$24 

Day Dreams 

$25 

Paradise Club 

$19 

Strip Black Jack 

$44 

A Night With Dawn 

$19 

Bar Americain 

$19 

Deep Tush 2 

$22 

Penetration 

$24 

Strip Poker Pro 

$30 

A Sensuous Summer 

$25 

Bar de Lust 

$49 

Demon School 

$22 

Penthouse Interactive 2 

$49 

Strip Poker Data Disks ea $16 

Above the Knee 

$24 

Bare Exposure 

$25 

Dirty Western 2 

$25 

Penthouse Interactive 3 

$59 

Strip Pot 

$36 

Adult Picture Library 4 

$25 

Battle of the Super Stars 

$24 

Double Down 

$24 

Penthouse Interactive 4 

$59 

Surfin’ Sam 

$39 

Adventure Kid ea 

$22 

Bedman & Throbbin 

$16 

Dream Scenes 

$16 

Penthouse Interactive 5 

$59 

Teresa May Touch N’ Play $44 

Affairs of the Heart 

$24 

Best of Blonds 

$26 

Elements of Desire 

$34 

Pleasure Zones 

$33 

Texas Table Dance 

$39 

All Night Long 

$19 

Billionaires Blondes 

$28 

Endless Passion 

$19 

Poker Party 

$45 

Time Warp 

$52 

Amateur Models 3 

$25 

Black Book 

$34 

Endlessly 

$24 

Porn Mania 

$49 

Vampire’s Kiss 

$38 

Amateurs in Action 3 

$24 

Bone Alone 

$25 

Enter the Night 

$19 

Porno Poker 

$44 

Velvet Dreams 

$35 

American Sweethearts 

$25 

Burgundy Blues 

$24 

Evil Seductress 

$26 

Private Prison 

$44 

Virtual Director 

$39 

Amorous Asian Girls 2 

$34 

Burning Secrets 

$24 

Exposure 

$24 

Romsoft Three Pack 

$29 

Virtual Las Vegas Night 

$44 

Andrew Blake Sex & $$$ 

$16 

Bush Pilots 

$25 

Fantasies 2 

$26 

Room For Rent 

$42 

Virtual Sex 

$39 

Angel of Passion 

$24 

Bustin’ Through 

$24 

Fatal Tempation 

$19 

Scissors N’ Stones 

$29 

Virtual Sex Shoot 

$52 

Annie & the Husbands 

$19 

Busty Babes 4 

$39 

Femme Fatale 

$33 

Secrets Interactive 

$35 

Virtual Strip Tease 

$26 

Annie Can’t Say No 

$19 

Casting Call 2 

$36 

Flesh Tones 

$24 

Seductive Gmes& Movies $19 

Virtual Valerie 2 

$36 

Anthony’s Desire 

$25 

Cinesex 

$24 

Flesh for Fantasy 

$24 

See Some 3 Some 

$39 

Virtual Vixens 

$24 

Asia X 

$27 

Cirque du Sex 

$22 

Freak Show ea 

$18 

Sex Therapy Interactive 

$59 

Virtually Yours 

$38 

Asian Ladies 2 

$39 

Close to the Edge 

$24 

From China With Love 

$24 

Sex the Game 

$29 

Virtually Yours 2 

$39 

Asian Paradise 

$42 

College Girls 2 

$24 

Ghostly Desires 

$44 

Sexy Slot Machine 

$24 

WanderLust 

$44 

Asian Pearls 

$29 

Computer Girls 

$19 

Ginger Unlimited 

$25 

Sorority House 

$34 

What’s Your Name 

$34 

Babe Patrol 

$19 

Consenting Adults 

$16 

Girls Will Be Boys 3 

$26 

Sorority Sex Kittens 

$42 

Wheel of Fantasy 

$26 

Back Door Mistress 

$36 

Crazy with the Heat 

$24 

Girls and Their Toys 

$19 

Space Sirens 2 

$35 

Winner Takes All 

$39 

Bad Company 

$24 

Crimes of Passion 

$28 

Girls of Pleasure 

$26 

Spread-Em 

$34 

Zpider Erotic Games 

$26 

Bad Girls ea 

$24 

Crystal Fantasy 

$39 

Girls with Curves 2 $24 
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‘FEMME 
FATALE FOR 
WINDOWS’ 

Build your 
dream girl 
with Femme 
Fatale! A hot 
adult jigsaw! 
Features 
include, a 
long, tantaliz¬ 
ing ALL NUDE 


full motion strip-tease video. Also 250 hot 24 bit 
images of 62 girls used with included puzzle. 
Load/save game, BMP, PCX, GIF, TIF, DIB, TGA, 
WAV audio and more. CD $33 


intelligent 
tual Woman! 


The world’s first ^ ‘GIRLFRIEND 

Wrifkially | TRACY’ The 

newest per¬ 
sonality avail¬ 
able. Girlfriend 
Tracy will out¬ 
last any other 
game you 
have ever 
played. Tracy 
combines arti¬ 
ficial intelli¬ 
gence, virtual reality and erotic sound effects unlike 
anything else available. Tracy is ready and waiting for 
you to teach her things, your hobbies, your favorite 
topics, and much more. CD $39 




‘GLAMOUR 
GIRLS 2’ 10 

of the most 
beautiful 
women with 
firm, tight 

bodies, 
exposing 
themselves to 
you, on this 
amazing CD. 
200 full 

screen incredible pictures of the most beautiful 
girls in some of the most desirable poses. Over 40 
erotic videos of girls ready and waiting to reveal 
their luscious bodies for your eyes only. CD $24 
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‘CRYSTAL 
FANTASY’ 

Venture 
through the 
cave of lust 
and find the 
secret crys¬ 
tal. Interact 
with the sexi¬ 
est young 
jewels of the 
MacDaddy 
harem. Take snapshots of the girls and play 
with them in your own private portfolio. Six 
highly interactive, three dimensional gor¬ 
geous babes! CD $39 
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‘SPACE 
SIRENS 2: 

MEGABABES 
FROM AJIA’ 

You’ve encoun¬ 
tered the 

Space Sirens 
and lived to tell 
the tale. Now face 
the new chal¬ 
lenge, a deadlier 
form of alien. Gor¬ 
geous women 
and Touch and 
Feel User Inter¬ 
face. CD $35 
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‘ROMSOFT 6 PACK’ Double Down, Doors of Passion 
2, Sensuous Girls in 3D, Massive Melons, Touch Me, 
Feel Me and Private Screenings are what you’ll get in 
this sexy 6 pack! 6 CD’S $39 


Glimpses Interactive 

$24 

Go Digital V. 2 

$14 

Hard Core 

$24 

Hippies in Heat 

$16 

Hollywood Babylon 

$19 

Honey 1 Blew Everyone 

$24 

Hot Dog Girls of Florida 

$19 

Hot Leather 

$32 

Hot Talk 

$16 

Hyperkink 

$16 

Ice Woman 

$24 

If Looks Could Thrill 

$24 

Inside Trinity Loren 

$19 

Justine 

$39 

Kinky Interviews ea 

$32 

La Blue Girl ea 

$22 

Lap Dancer 

$25 

Legs, Lace & Lingerie 

$24 

Lips 

$19 

Love Juice 

$22 

Love Pyramid 

$36 

Mistrss Antoinette Catalog $22 

Model Wife 

$24 

Models Etc. 

$24 

More Than a Handful 5 

$25 

Cl 995 CHIPS & BITS. INC. 



Mulva $18 

Naked Reunion $24 

Nasty Neighbor Girls $29 

Nasty Scenes $24 

Naughty Nurse $22 

New Machine Six Pack 2 $44 
Nice But Naughty $16 

Oriental Action $26 

Passion Files $16 

Pink Lady Detective $24 

Pink Sheets $16 

Plaisirs Du Hasard $16 

Plan 69 From Outer Space $36 
Play Mistress For Me $24 

Pleasure in Paradise $25 

Poison $24 

Pretending $24 

Private Film Chateau $34 

Private Moments $25 

Project X $36 

Putting It All Behind 2 $24 

Racquelle in the Wild $24 

Raunch $38 

Red Hot Pink $29 

Romsoft Six Pack $39 


IBM MOTION 


Secrets 2 

$24 

Seduction of Suki 

$22 

Select a Pet 2 

$29 

Sex 2 

$24 

Sex Castle 

$36 

Sex Shows of Paris 

$19 

Sexual Encounters 

$19 

Sexy Nurses 2 

$25 

Sexy Six Pack 

$49 

Seymore Six Pack 

$39 

Shame 

$24 

Silent Strangers 

$24 

Simply Irresistable 

$24 

Skin Tight 

$15 

Slippery When Wet 

$24 

St. James Place 

$34 

Steal This Heart 

$36 

Stiletto 

$24 

Straight A’s 

$26 

Strange Sex 

$29 

Stripper Nurses 

$25 

Suite 18 

$24 

Super Model #1 

$24 

Superstars of Jap. Porn ea$39 

Sushi To Go 

$22 


IBM MOTION 


Swingers Contact $34 

Swingers Worldwide $34 

Taboo 13 $24 

Taking It Off! $25 

Tempted $24 

The French Way $32 

The Good, Bed, & Snuggly $28 

The Joy of Sex $34 

Things Change $25 

Tight Squeeze $15 

Tokyo Nymphs $22 

Too Naughty to Say No $29 

Topless Dancer $29 

Totally Exposed $24 

Tracy Loves You $19 

Ultrasex 3 $18 

Up & Down Love $34 

Urotsukidoji 3,Parts 1-4 ea$24 
Urotsukidoji Collection $48 

Vagablonde $24 

Vice $24 

W Pink TV $25 

Weird Sex ea $24 

Welcome to my Face $24 

Willing & Able $16 


IBM STILLS 


Art of Olivia 

$30 

Asian Fantasy Girls 

$22 

Asian Palate 2 

$36 

Asian Pleasures ea 

$39 

Award Winning X Photos 

$22 

Babe Watch 3D 

$26 

Blonds, Brunette, Redhead $25 

Centerfold Dreams 

$29 

Danish Fantasies 

$39 

Danish Sex ea 

$22 

Domin-A-Trix 

$19 

Double Your Pleasure 

$24 

Erotic Fantasies 

$26 

Focus Pocus 

$27 

Foxes 

$16 

Girls of Spice 2 

$24 

Hard Core GIF’s 

$29 

Heavenly Bodies 6 

$39 

Hot Girls 

$24 

International Beauties 

$24 

Jigsaw Pinups 

$20 

La Femme Venus 

$29 

Lots of Beautiful Women 

$16 

Ona Zee 

$34 

Oral Fixation 

$32 

Oriental ea 

$16 

Sensuous Girls in 3-D 

$29 

Steamy Sex 

$19 

Tokyo Glamour Girls 

$29 

Visions of Erotica 

$29 

3DO SOFTWARE 

Channel Blonde 

$29 

Endlessly 

$29 

Hot Roxx 

$29 

Intimate Journey 

$29 

Mind Teazzer 2 

$29 

Pleasure Zones 

$29 

Takin’ It Off! 

$29 

Voices in My Bed 

$29 

Winner Takes All 

$29 

CDI SOFTWARE 

Affairs of the Heart 

$26 

Amateurs in Action 3 

$25 

Angel of Passion 

$29 

Babes Illustrated 2 

$25 

Bad Girls ea 

$26 

Bankok Nights 

$26 

Battle of the Superstars 

$26 

Black Broad Jungle 

$25 

Casting Call 2 

$36 

Cat House 

$26 

Channel Blonde 

$26 

Crazy With The Heat 3 

$25 

Day Dreams 

$25 

Dirty Looks 

$26 

Endlessly 

$26 

Exposure 

$26 

Fantasies 

$29 

Flesh for Fantasy 

$25 

Forever Young 

$26 

Hardcore 

$26 

Ice Woman 

$26 

If Looks Could Thrill 

$26 

Intimate Journey 

$26 

Killer Looks 

$24 

Mask 

$26 

More Than a Handful 5 

$25 

Naked Reunion 

$26 

New Lovers 

$26 

Night Train 

$26 

Novel Desires 

$29 

Parlor Games 

$26 

Passion Files 

$20 

Pink Lady Detective 

$25 

Poison 

$26 

Pretending 

$25 

Putting It All Behind 2 

$25 

Racquel Released 

$26 

Sex ea 

$26 

Shame 

$26 

Silent Stranger 

$26 

Steal This Heart 

$36 

Stiletto 

$26 

Suite 18 

$26 

Super Model 

$26 

The Coven 

$26 

Vagablonde 

$26 



Call 

800-699-4263 

International 

802-767-3033 

Fax 

802-767-3382 

Source 

10558 

MUST BE AN 
ADULT TO ORDER 

Overnight Shipping in 

US $4 per order. Mail to 
Canada, PR, HI, AK. 
APO, FPO $4 per order. 
Worldwide airmail S6 per 
item. Handling $2 per 
shipment Hardware 
orders may require addi¬ 
tional shipping charges. 
Cannot guarantee cus¬ 
toms clearance Order at 
own risk. 

Visa, MC and Discover 
accepted. Checks held 4 
weeks. Money Orders' 
under S200 same as 
cash COD S8. 

Defectives replaced with 
same product. Most 
items shipped same day. 
Shipping times may vary. 
Price/availability may 
change. All sales final. 
Restrictions apply. Call 
for details. 
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SIMULATION 




TFX: EF2000 


Flight school lesson one: Number of landings must equal number of takeoffs! 



V ery early in flight training, most 

instructors pass on this little tip to 
their students. It simply means that 
if you don’t walk home from a flight, you 
have failed the ride, no matter how magnifi¬ 
cent the performance prior to failing to land 
the aircraft. 

This gem applies to Eurofighter 2000 as 
well. The objective of every mission includes 
a safe return to base. Otherwise, you have 
not done as well as you should have. Ocean 
Software, Ltd. has thoughtfully included a flight 
school in EF2000 to help you master the 
arts of takeoff, landing and air refueling. The 
necessity of takeoff and landing skills is obvi¬ 
ous. Air refueling is also important in this 
game, however. Afterburner uses huge quan¬ 
tities of jet fuel in very little time. Air combat 
demands will probably have you jettisoning 
your fuel tanks before they are empty to 
improve turning ability. As a result, you will 
often need to hit a tanker to complete the 
mission objectives or just to get back to base 
without flaming out! 

Last month we took a look at EF2000’s 
Instant Action missions to get a feel for the 
game. Now we’ll put in some practice on the 
first skills you need to mastery to get ready 
for the campaign. 

Where most flight sims allow you to take¬ 
off and land without much difficulty, EF2000 
is going to require some practice before you 
can display your skills with pride. This aircraft 
requires constant attention and a skilled hand 
for a satisfactory result. The previous article 
mentioned reducing resolution and detail to 
achieve a better frame rate. Reduced stick 
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sensitivity during takeoff, landing and air refu¬ 
eling was also discussed. These two tech¬ 
niques will help keep you from overcontrol¬ 
ling the aircraft during “finesse” maneuvers. 
You can pause the game and reset these 
parameters for regular flight. 

Takeoff: Where the rubber 
leaves the road! 

Select “Simulator” and pick the takeoff mis¬ 
sion. Read the takeoff briefing and pay atten¬ 
tion! Make sure you know which runway you 
are using. You can takeoff from an unassigned 
runway, but at best you risk embarrassment 
for being so stupid. At worst, you may put 
yourself on a runway with a strong tailwind 
that prevents a successful takeoff, or a cross- 
wind that puts you in the weeds. After you 
know where you’re going, accept the mission. 

The tower will clear you to taxi to a specif¬ 
ic runway and give the winds. The wind 
report will tell you which way the plane will 
want to drift on takeoff. Taxi with care; this 
aircraft will fold a gear and crash if you drive 
it like a car. At first, you may find it easier to 
taxi on one engine, which makes ground 
speed more controllable. Using small throttle 
movements, keep the speed around 10-12 
knots; it’s displayed in the upper left corner 
of the HUD. Slow to 5-8 knots before making 
any turns. You can use the wheel brakes, but 
they are pretty abrupt. The <W> key is an 
on/off braking key. If you hit it, the brakes stay 
on until you tap it again. This makes gradual 
braking difficult. Just plan ahead for turns and 
reduce throttle early to slow down. 



Line up on the centerline of the runway 
and let it roll forward a little to make sure 
you are going straight down the runway. If 
you light the burner with the nosewheel 
cocked, you are going to be in the weeds in 
seconds! Set the brakes, make sure you 
start the other engine if you taxied on one, 
and slowly wind the power up to about 
85%. Center the flight controls, release 
brakes, throttle up to 100% and light the 
burner at about 30 knots. 

Easy there, Bigfoot! 

Maintain the centerline with small, gentle 
corrections using the rudders or you’ll soon 
be doing an imitation of an all-terrain 
EF2000. At about 120 knots, slowly ease the 
stick back to 10 degrees of pitch. When you 
get a positive indication of increasing altitude, 
raise the gear and come out of burner. 
Congratulations! You’re airborne. 

The problem area is staying on the pave¬ 
ment. It takes quick recognition and constant 
tiny corrections to stay on centerline. If you 
find yourself in the mud, don’t panic; make 
small steering corrections back towards the 
runway. Still rotate at about 120 knots, even 
if you are in the grass. You’ll make it, but you 
won’t be proud of it. Your crewchief will 
expect you to wash the mud off the aircraft! 

Reattaching yourself to the earth: 

The art of landing 

From the simulator menu, select the landing 
mission, read the brief and accept. You will 
start 3 miles out on a straight-in approach to 
the runway. Pause the game right here and 
set up, or you are going to be behind the air¬ 
craft. Set your throttle to 81%, select the 
wide-angle HUD view, put out the speed 
brake with the <B> key and lower the gear 
with <G>. Until you get the hang of it, use 
the <l> key to select the Instrument Landing 
System. The ILS will define the proper glides- 
lope with a series of boxes to fly through on 
the HUD. ILS also gives you a Vertical 
Velocity Indicator on the right side of the 
HUD; it’s the key for successful landings. 

Now release the pause and start flying. 

Like most jet simulators, you control your 
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speed with pitch and sink rate 
with power. Use a target air¬ 
speed of 150 knots; try to 
stay within 10 knots either 
way. Remember, pitch is key 
to airspeed; raise the nose to 
slow down, lower it to speed 
up. Small corrections are again 
mandatory. To follow the glide 
slope, put the flight path indi¬ 
cator on the top center of the 
boxes and close with the run¬ 
way. If you are sinking to the 
bottom of the boxes, close 
the speed brake to cut sink 
rate. Once you have the 
power set, try not to change 
it much; it’s easier to cycle 
the boards instead. Small cor¬ 
rections with aileron and rud¬ 
der will hold the centerline. 

The moment of truth! 

When you get in close, ignore 
the last 3 glideslope boxes and 
put the FPI on the first third 
of the runway. Stow the 
boards and line up gently, right 
on centerline. You must keep 
a close eye on the VVI on the 
right side of the HUD until 
touchdown. The tick mark in 
the middle of the scale is level 
flight; you must keep the caret 
not more than two caret 
widths below this tick. If you 
touchdown with too much 
sink, you’ll be treated to a 
wild sequence of views of the 
inside of the cockpit spinning 
around and then an overhead 
view of an EF2000 smacking 
into the ground and making a 
nice fireball. I’ve seen that 
many, many times. 

As you slowly sink through 
40 feet, ease the power to 
idle. Keep the nose up; you 
definitely don’t want the 
nosewheel to touch down 
first! When the wheels 
squeak on the runway, hit the 
speed brake. Ease the nose 
down, apply wheel brakes and 
gently use the rudders to 
stay on the runway. Remember, stomping 
on the rudders will fold a gear and you’ll 
see the fireball. This is a tough sim to land; 
don’t get discouraged. You will master it. 

There are two tough areas: maintaining the 
centerline with small corrections both inflight 
and on the ground, and maintaining a low sink 
rate for the last 50-100 feet of the approach. 
Solve the first problem with stick scaling and 
early, small corrections. Solve the second one 
by holding attitude and adding a little power 
when necessary. 



Air refueling: That big gas station 
in the sky! 

If you’ve ever had the low fuel light glaring at 
you miles from the home ‘drome, you’ll know 
why tanker crews rarely have to buy drinks 
when visiting the bar at a fighter base. This 
skill is perhaps the toughest to master in 
EF2000. There are a few hints, but mostly 
you need to practice, practice, practice. 

Pick a refueling mission from the simulator 
menu and accept it. You’ll need your fastest 


frame rate and best controlla¬ 
bility to make corrections while 
refueling, so make the neces¬ 
sary changes to display and 
stick scaling. Push the <TAB> 
key to get your communica¬ 
tions menu and select “Flight 
Comms”then “Join”. The 
tanker crew will clear you to 
refuel and direct you to the 
correct basket. Use your wide- 
angle HUD in the initial phases. 
Hit <Shift> < ’> to get the 
refueling data in the HUD. Put 
the FPI right on the track box 
in the HUD. The number 
above the box is your closure 
speed; if it’s negative, he’s going 
away. Use a closure of 50 until 
you are within 3 miles. Then 
cut the closure to about 20 
knots. You have to switch to 
the cockpit view to deploy the 
refueling probe; then just hit 
the < ’> key. 

“Fill ‘er up, check the oil, 
get the windshield and put 
it on my NATO card!” 

When you can see the 
tanker’s engines and the refu¬ 
eling drogue clearly, cut your 
closure to about 3 knots using 
the speed brake. Close the 
boards and adjust power to 
hold the slow closure. 
Common advice on moving to 
the drogue is to approach it at 
a “walking” speed. Two or 
three knots of closure is fine 
from a few hundred yards out. 
Don’t stare at the drogue or 
you’ll end up dutch rolling all 
over the sky behind the 
tanker. Just fly formation on 
the tanker, scanning around 
his wing, fuselage and the 
drogue. Make tiny corrections 
with a slow hand. Minimize 
your throttle movements. 
When you finally make con¬ 
tact, be even more smooth. 
This is the toughest aspect of 
EF2000; you’ll have to work 

to master it. 

This game has a proper, realistic level of 
difficulty for takeoff, landing and air refueling. 
It’s tough to master, but the challenge will 
keep your interest. If you just give up, there is 
a feature to automatically land and air refuel. 
But real aviators will master the skills! 

Next month’s article will focus on 
weapons employment! Now go learn to land 
and air refuel! ♦ 

John Nolan 
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hints & tips 


Flight Simulator 5.1 Tour — Europe 



Passing the FY NDB on departure - turn left to 200 and intercept the Tango 283 radial 


urope on a lot less than $5 a day - 
Touring BAO’s scenery disk for Flight 
Simulator 5.1 

For Flight Simulator 5.1 fanatics, there 
can never be “too much of a good thing.”At 
least, BAO Publishing seems to think so. They 
released a new scenery disk, Europe I, early 
this year as an add-on to the game. El is the 
first in a series of European scenery disks and 
covers Germany, Austria, Switzerland and the 
Netherlands. At this point, Europe II is still 
in the concept stage; there is no proposed 
release date. 

“Instruments ‘R’ Us!” 

The emphasis for El appears to be a little 
different than the usual FS scenery disk. 
There’s an abundance of generalized visuals; 
BAO has included the major roads, cities, 
mountains, lakes and rivers. All are suppos¬ 
edly in their correct geographical locations. 
Unlike the Microsoft scenery disks, there are 
not many “tourist attractions” depicted in the 
scenery. The buildings are generic, and there 
are far fewer of them. You won’t find a list a 
famous places and their geographic coordi¬ 
nates in the README file, either. If you want 
to see a famous landmark, you will have to 
locate it and identify it on your own. Europe 
II would undoubtedly include more special¬ 
ized landmarks and guidance. 

The main focus appears to be on the 
accurate placement of aviation facilities. The 
airport listing includes 135 facilities, with 
102 of those in Germany. Airport diagrams 
are available for 19 of the fields. While 
there are no “published” instrument depar¬ 
tures, included are instrument approach 
plates which cover ILS procedures at six 
different airports. Most of the airports have 



The Frankfurt Terminal - fly low enough and 
you can read the signs on the buildings 


one or more ILS frequencies listed in the 
manual. The NAVLISTI.TXT file included on 
the disk gives the latitude, longitude and 
frequency for 170 VOR’s and 199 NDB’s. 
Clearly, this add-on is focused on instru¬ 
ment flight practice. 

To make use of all these electronic aids, 
BAO provides miniaturized copies of the 
European Enroute Low Altitude Charts 
that cover the countries on the disk. This 
is an important addition, and certainly 
adds to “realism” when planning a flight 
across Europe. You can fly the actual air¬ 
ways that are in daily use. Be sure to 
check the chart legend for an explanation 
of the symbols. You wouldn’t want to get 
caught flying the wrong way down a one 
way airway, would you? 

So, grab the manual and the charts and 
plan a scenic flight up the Rhine! Stuttgart has 
an airport diagram in the manual, so start 
there. After an invented departure, fly up the 
river to Frankfurt and shoot an ILS to a full 
stop. While weather effects can be used for 
added visual enhancement, don’t forget the 
clock. Go to the World menu and choose 


Set Time and Season. Set up a late afternoon 
takeoff; by the time you get to Frankfurt in a 
182 it will be full dark. The sunset effects and 
shadows are excellent. 

Creating a departure: Leaving town in 
the approved manner 

The ILS approach charts in the manual are 
a great aid in practicing instrument 
approaches. A few published departures 
would also have been nice. The ability to 
correctly execute a Standard Instrument 
Departure (SID) is an equally required skill 
when operating out of the busier airports 
around the world. For some oversimplified 



Dusk at Stuttgart, Rwy 26 - if you sit on 
the runway too long, airliners will taxi 
past and takeoff! 


practice, try this one. 

Refer to the Stuttgart airport diagram in 
the manual. It’ll give you a general idea of 
where you are and which way you are head¬ 
ing. The general aviation aircraft are normally 
parked at the east end of the ramp area 
shown in the top of the diagram. Runway 26 
will be active, so you would taxi east on the 
parallel down to the departure end. Of 
course, the program will set you up on the 
end of the runway, but it’s standard practice 
to review the airport diagram when operat¬ 
ing out of an unfamiliar airport. 

After takeoff, proceed direct to the SY 
Stuttgart NDB (384), then turn left to a 
heading of 200 and intercept the Tango 
(I 12.5) 283 radial to the Wibad fix. Reaching 
Wibad, proceed direct to Karlsruhe 
(I 15.95). Climb and maintain 2000 feet until 
reaching SY, intercept the radial at or above 
2500 feet and maintain until reaching Wibad. 
A piece of cake! If only all instrument depar¬ 
tures were this simple! If only you had a 
plate to refer to! 

Now take a look at the L-6 chart included 
with the program. Tango is approximately in 
the middle of the chart. Wibad is defined as 
the intersection of the Tango 283 radial and 
the Sulz (I 16.1) 005 radial. To avoid a lot of 
radio tuning in the air when you should be 
flying, set up your radios on the ground. 

You’ll want the SY NDB in the ADF, Tango in 
Navi with a 283 radial and Sulz in Nav2 
showing a 005 radial. The easy way to do this 
is to use the Nav/Comm menu in the top 
menu bar. Just select the radio you wish to 
set and type in the settings. <Shift><Tab> 
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. Responsibity for yesterday’s assault remains a mystery 


By Zippy Smith, times staff write!* 

♦ * 

Chaos reigns today in the Northwest District as kingpin Frank "The Bullet" 
McC’reg fell Victim to a Vi cious and grisly acid blade bludgeoning. 

% His body, horribly disfigured by the noxious weapon^as discovered stapled . 
to a street sign at 10:15 pm last night by a roving band of Headbangers on their 
way to break up the annual HWIPPreak Ball at the Coijnty Museum. 

“T^iis hot and skankv stuff was dripping on my skull, so I looked up and 
there he was,” stated # the Headbaftger who found McCree. “He looked lik^, 
siwiething that canQ out thy butt,” he further reflected. Other Headbangers j 

present verified this r*---—- I 

assessment. • . * * J 

Experts at the scene say it looked 
like the work of tl* 7th Ave. Metal . 

Burn Mutant Pack. a v M 

to McCree's JWI Kw' ^ 


were 


melted nose claims responsibility for I ■I'm 

the Happy Camper Gang in name 
or their eurrenj employer, Billy " Ifie 

Whoever si »;is, I he y had no «j|.\ 7‘f % % * 

problem disposin': Met 

favorite hired gun- ;s<« \|..uk\ " * ‘ » (* Z * • ‘ j 

’ii d-u 5 dii • ■ 

Guild, 

objects from the now-defunct Order Headbanger who found McCree 
have fallen into the hands of a Used 
Car Salesman and are expected to 
fetch six figures on the black market. 

The listed Car Salesman was 
unavailable for copunent but through 
his Faceman, disavowed any 
involvement in’McCree's murder. 

According to sources close to the 
grieving family, McCree wai> wearing 
his custom-fitted ifevalar vSPrn The 
time of the attack, but it “had as 
much the same effect as soft butter 
resisting a butcher’s, knife,” said one 
family iromhe** W ^ 

kcv^^r^JL An 


e Bullet” McCree meets his untimely demise. 


Bicycle now legendary Main St. incident. On 
ki legal Mpy 26, Suzee the Bicycle ‘Babe 
lie pair skidded out near the fire hydrant on 
■rdous Derby and. Main, flipped, and landed 
m face-down on a vomit-covered 

9g on manhole. As if on cue, the. manhole 
Sites slid open a ink a pack of Sewer Rats 
1 1 oilr hauled Suzee off for a leisurely mid- 
ttis a afternoon snack. 'wnunpi* 

I ^ The Architect Guild, in a last-ditch 
IB the effort to save the city's landmark 
BerpH . structures from the crippling e*xcesses 
Borne of the Dog Bovs and Crap Pukes, have 
Bring pledged their support to the Bicycle 
wsuit Messenger's effort. 

Please see MESSENGER, A17 

j.tV 'lIBFFn lIlMifl ? • 3h,-.-.s2 .• ■ 7 
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Cruising over the Black Forest to the Rhine at 1000’AGL - not much detail in the countryside 


will switch your OBI 2 and ADF displays in 
the bottom nav instrument when inflight. It’s 
almost as easy as having a good co-pilot to 
do all the work for you. 

Note that Wibad is on airway A9, a one¬ 
way airway from Neckar to Sulz. Just to the 
south of the big, blue one way arrow you’ll 
see FL 240 over 5500. That symbol defines 
the vertical limits of control; the airway is 
controlled airspace between those altitudes. 
Now look in the Karlsruhe navaid data box. 
The frequency, I 15.95, is shaded blue. The 
shading indicates abnormal status; normally 
you would not use it for navigation. All of this 
information is available in the legend box on 
the front page of the chart; be familiar with it 
and refer to it whenever you are in doubt. 

Cruising the Rhine without benefit of 
a boat....or detail! 

From Wibad, just head west, flying over the 
Black Forest to the Rhine valley. Hold your 
altitude until you clear the high ridges that are 
on the east side of the valley and then drop 
down to about 100 feet. When you get to the 
river, turn north; it will bring you very close to 
the Ried VOR, to be used as the initial 
approach fix for Frankfurt. The first major 
town on the east side of the river as you go 
north is Karlsruhe. You can confirm your loca¬ 
tion by tuning the KRH VOR (I 15.95). 
Although shown as abnormal, it works fine. As 
you continue north, you can tune Heidelberg 
NDB and do a touch and go at the Army Air 
Field there. Then you’ll pass Mannheim and 
Worms. Get low and buzz these cities, but 
don’t expect the detail that’s available on an 
/VIS scenery disk. Remember, the emphasis was 
on instrument, not visual flight. 


Turning at Wibad - when both radials 
show centered, you are over the fix 

Night ILS to 07L at Frankfurt: It’s a 
different world after dark 

Perhaps the best part of the whole pro¬ 
gram is the inclusion of the six simplified ILS 
approach plates in the manual. These add a 
considerable amount of realism to the flight 
and allow you to challenge yourself to do 
better every time out. A quick overview of 
the plate will help to organize the approach. 

The top quarter of the plate holds the fre¬ 
quency box and the plate identifier. The box 
makes all the freq’s readily available when fly¬ 
ing a single pilot approach. You also find the 
localizer freq, identifier and the field eleva¬ 
tion. The plate description on the right is 
there to ensure that you are flying to the 
assigned runway. Remember, Frankfurt has a 
07R as well, with completely different fre¬ 
quencies and missed approach procedures! 

The next section as you drop down the plate 
is the “overhead” view This is how the approach 
would look if you were watching from above. It 
shows the Initial Approach Fixes (IAF) at Ried 
and Taunus, where you start your approach. It 
also shows the holding pattern you will occupy 



when things are busy at Frankfurt At 4000 feet 
use one-minute inbound legs when you fly the 
racetrack, turning in the directions indicated. 

Due to winds, you may have to adjust the out¬ 
bound leg time to make the inbound time cor¬ 
rect. Fly the indicated course inbound to the 
VOR and use standard rate turns. When cleared 
for the approach, follow the depicted courses to 
intercept the localizer. The light arrow shape 
leading to the runway indicates the final 
approach course, shown as 071. The frequencies 
for all the applicable navaids are shown in this 
section of the plate. The altitudes shown would 
be mandatory at those points unless ATC 
assigned others. 



Buzzing the Heidelberg Army Airfield - see 
if you can make the tower operator duck! 

Below the overhead view is the side view. 

It depicts the approach from glideslope inter¬ 
cept to the runway, and gives the published 
missed approach instructions in case some¬ 
thing goes wrong. The distances from the 
FFM VOR and the altitudes associated with 
them provide a cross-check for your ILS guid¬ 
ance. You should intercept the glideslope at 
4000 feet, 15.5 miles from the VOR. 

Normally, you should double check your alti¬ 
tude at the outer marker (OM) to make sure 
everything is working correctly. The OM is 
shown at 8.1 DME, and you should be at 
1650’if on glideslope. You’ll also get the blue 
light and beep in the cockpit when you cross 
the marker; use these cues to remind you to 
check altitude, gear and flaps, because you’re 
about two minutes out. 

The last section gives the decision height 
for the approach. When the altimeter shows 
this altitude, you must have the runway envi¬ 
ronment in sight and be in a position to land. 
If either of these conditions is not met, 
immediately go around and execute the pub¬ 
lished missed approach. 

While the scenery detail in this disk may 
not be the equal of the MS products, it cer¬ 
tainly covers the facilities to a much greater 
degree. There are almost an unlimited num¬ 
ber of departures, nav legs and approaches 
you can set up and practice. Go to it, and 
remember, the mark of a real instrument 
pilot is “2, 2 and 20”. That’s always staying 
within 2 degrees of heading, 2 knots of air¬ 
speed and 20 feet of altitude. ♦ 

John Nolan 
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Rebel Assault II 


review 



Designed by Vince Lee 
Published by LucasArts 
Platform DOS 



the first were excel¬ 
lent. The sequel’s are 
considerably better, 
and in SVGA to boot. 

The story running 
through the game finds the player as Rookie 
One, taking on the Empire yet again. The bad 
guys are building a secret weapon; it’s up to 
you to uncover and destroy it. You’ll switch 
from third and first person cockpit battles to 
third and first-person ground combat. 

Unfortunately, Rebel Assault II still suf¬ 
fers from a fundamental gameplay flaw that 
gives it moderate replayability (it’s a bit like 
an adventure game in that once you’ve been 
through it, it’ll sit on your shelf). It’s one it 
shares with the prequel as well as the seem¬ 
ingly infinite number of the copycat games 


that have followed. You’re just hanging on for 
an admittedly amazing looking ride, with little 
windows of interactivity to give you the illu¬ 
sion of being part of the game. It’s wonderful 
to see such beautiful graphics in a game, but 
the 3D modes will make you wish you were 
playing TIE Fighter or Dark Forces 
instead. In fact, this entire product really 
makes you wish LucasArts would merge those 
two superb games into a Rebel Assault III. 
Now wouldn’t that be a spectacular game?<^> 


Steve Bauman 


I t’s back. The 
sequel to one of 
the most success¬ 
ful CD-ROMs ever 
released, LucasArts 
Rebel Assault II is 
a vast improvement 
over the original. In 
every way, from nar¬ 
rative to visuals to 
gameplay, the sequel 
has taken an enormous step forward. If you 
thought the first was the next best thing to 
watching Star Wars for the 83rd time, this will 
bring you even closer to nirvana. If you 
thought the original was one of the most 
overrated games ever released (interactive 
Star Wars ? You wish...), this won’t change 
your opinion completely, but it is good 
enough to warrant serious consideration. 

The first game suffered from some of the 
most vague controls seen in a game. That’s 
been fixed. The video was of rather poor 
quality (which many people seemed to over¬ 
look because it was, after all, Star Wars). All 
of the video in Rebel II is professionally 
shot, with superb integration into the ren¬ 
dered backgrounds (and a few choice scenes 
from the actual movies). The cut scenes in 


Hexen 


O riginality is a good thing, but quality 
and craft are also important. 

Raven's Hexen is ample evidence 
for that; sure, it’s VGA, it’s a first-person 3D 
action game in a medieval dungeon-style set¬ 
ting, etc. But it’s done so well it’s still well 
worth playing even if you’ve burned out on 
this kind of thing. 

What sets Hexen apart from the multi¬ 
tudes of DOOM clones available? Like 
DOOM and just a few others (Dark 
Forces comes particularly to mind), the 
game shouts quality with each step you take 
through its 30 levels. The attention to 
atmospheric details in particular gives 
Hexen a kind of dynamism the tradition of 
moving through a bunch of squarish, texture- 
mapped rooms can’t hold a candle to; the 
sound of wind in the trees, owls hooting, 
distant clankings and thunkings and so on are 
all ramped up to the point where - as in the 
classic Dungeon Master - the sense of 
being in a place, with things going on all 
around you, is intuitively constant. There’s 
little to break you out of the frame of feeling 
like you’ve entered a living gameworld, with 
its own logic and continuity; that’s a greater 
challenge to have overcome than any of the 
more computer-oriented technical feats 
games of late have been showcasing. 

The dynamism of Hexen’s environment is 


paralleled by the variety of 
approaches you can take to same. 

With three different characters, 
each of whom can start at one of 
five different levels of difficulty (I like 
playing Pope, myself - just to see 
what it feels like to be the Ultimate 
Kombatant Against Evil Incarnate), 
replay value is almost infinite. The 
Fighter, Mage and Cleric - the holy 
triumvirate of fantasy gamers - each 
present different tactical challenges. 

The Fighter’s a close-in kind of guy; 
brute force is his forte. The Mage is 
a spellcaster, and has to start out actively 
defensive against approaching opponents, 
with good ranged weapons and spellcasting 
skills but weak armor and poor speed. The 
Cleric (my favorite), like the Mage, gains 
strengths from distance, but has better defen¬ 
sive and speed abilities than the latter. He’s 
the character with balance, and balance, as 
we all know from traditional CRPGs, is the 
easiest to work with. 

The overall structure of Hexen’s world 
moves it towards the strengths of the best of 
earlier CRPGs as well. With the need to 
explore sub-levels within levels, and to move 
non-linearly between levels, to resolve vari¬ 
ous game challenges alongside the more tra¬ 
ditional 3D combat, Hexen provides vastly 
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more various gameplay than has been hereto¬ 
fore available in the genre. 

Put such variety together with the speed 
of VGA graphics animation, the radically 
increased freedom of movement (jumping and 
turning, leaping from tumbling precipices, 
rushing past closing walls - the game is 
replete with all the nightmare terrors of a 
real, medieval dungeon), an excellent bestiary 
and armory and equally excellent multi-player 
support (possibly the best in the industry 
right now), and you’ve got a must-have game. 
Hexen is probably the most appealing 3D 
action game out there right now. Cynics 
about the genre (like myself) will be convert¬ 
ed on the spot.^> 

Steve Wartofsky 
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The Hive 



Designed by Rainbow America 
Published by Trimark Interactive 
Platform Windows 95 



I s there a trend here, or is everybody still 
just scratching their heads over the phe¬ 
nomenal success of LucasArts ’ Rebel 
Assault and figuring there must be something 
to this kind of game or people wouldn’t be 
buying it in droves? 

I vote for the latter explanation, and The 
Hive makes it clear that there’s definitely 
something to be done with a formula that’s 
usually ripe for disaster (or at the very least, 
abysmal gameplay). The first-person perspec¬ 
tive scrolling shooter seems here to stay, 
especially with the release of Rebel Assault 
II, and The Hive will no doubt prove for 
most serious gamers that this kind of thing is 
actually playable, too. 

The main advantage of The Hive over 
other games of this sort is its variety. The 
traditional shooting gallery play is accompa¬ 
nied - more and more as you progress 
through The Hive’s 20 levels - by some puz¬ 
zle elements, some areas where your move¬ 
ment is less pre-scripted and more Myst-like, 
other sections where your perspective on 
the situation is changed. You don’t feel like 
you’re moving the same cursor over the 
same sections of the screen with changes 
only in the animations; rather, you find your¬ 
self effectively caught within the fiction of 


each carefully-pre¬ 
sented scenario, 
ready to play it 
through for the 
umpteenth time to 
figure out how to 
handle that fourth 
guy on the right 
behind the steel 
beam. The pacing of 
the action is just 
right - there’s 
enough time to think 
about what you’re 
doing, and just 
enough time to 
observe the unfolding 
situation closely enough to anticipate your 
next move (the next time through). 

Most importantly, though, The Hive gives 
most cinematically-oriented game designs a 
serious run for the money in sheer graphic 
and aural splendor. The two included CD- 
ROMs are jam-packed with the best ren¬ 
dered graphics sequences ever to have shown 
in PC gaming, and the music is probably the 
most professionally conceived soundtrack 
scoring we’ve yet heard for a game. True, 
none of this has much to do with the actual 


gameplay - but it’s worth noting for those 
interested in enjoying what is essentially a 
movie with interactive elements. 

All told, you’re not going to find a Riddle of 
Master Lu or a Raiden in The Hive - it’s 
neither an in-depth, traditional adventure nor a 
classic space shoot-‘em-up; but that’s not the 
point. The point in The Hive is to do an 
interactive movie without resorting to FMV 
techniques or to radically limiting player input, 
and in this The Hive scores admirably. <^> 

Steve Wartofsky 
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Zone Raiders 


A t first blush, you might think that 

Virgin's Zone Raiders is another of 
these arcade racing games that are 
suddenly popping up like mushrooms after 
the first spring rain. Not so. True, you are 
driving what looks like a car, but really, it’s a 
hovercraft. And the game plays more like 
Doom than like Virgin's real arcade racer, 
Screamer. 

In a post-apocalyptic world your job is to 
pilot your hovercraft through a maze of ele¬ 
vated streets in search of parts for a jet. 
Once you get all those parts, you and your 
motley crew are gonna fly off to nirvana. If 
this idea bores you, you can take on your 
buddies in multi-player mayhem. 

Whoever designed the highway system in 
this world was totally psychotic. Fly over a 
hill too fast, catch air, and the next thing you 
know you’re over the guardrail and falling 
into the void. And then there are the “city 
blocks.” You can fly up the steeply sloped 
sides of buildings, cruise across the roof and 
drop down into the next block, like a skate¬ 
boarder in a concrete paradise. 

In addition to traditional driving controls, 
you can also strafe and that’s what makes the 
game feel so Doom-esque. You do a lot of 
sliding out, taking a few shots, then sliding 


review 




back into cover. You’ll also find that full out 
acceleration often buys you a fast ticket to 
the junk yard. 

Each of your missions has a time limit, but 
you have unlimited lives. Destroying sensors 
along the track will freeze the clock for a 
while. If the timer reaches zero, a very lethal 
flying enemy will begin stalking you. 

Between missions, you can trade in your 
points for a better hovercraft. And here is a 
potential problem. Suppose you “clear”all 
enemies from the roads, get to the goal, and 
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get wasted by the 
bad guys defending it. 
When you die, you 
lose your points and 
are sent back to the 
starting line. Now, 
you can race back to 
the end unhampered, 
but without killing 
anything, you won’t 
get any points, and 
you’ll never save 
enough for that nifty 
new ‘craft. 

Overall, Zone 
Raiders is a kick, if 
you approach it from 
the right mindset - it 
isn’t a driving game. The strange craft you 
pilot, the bleak environment, the robot-tank 
enemies... all are great for creating atmos¬ 
phere. Shoot and scoot, drive over 
powerups. Plasma gun ammo. Toast those 
bad guys, fly over the embankment and dart 
down that ally. Slide out from the side street, 
annihilate the guard tower, then take off 
again. Nothing but open road ‘tween you and 
the exit. Yehaa! I like it... <^> 

Peter Smith 





Veiled in shadowy darkness, they await your return. Mechanical monstrosities. Shrieking invaders. ^ 
You thought you had destroyed them. You thought the nightmare was over. You thought wrong. 

Prepare yourself for the all new Descent II. Warped to a distant part of the galaxy you ’ll 
battle all new enemies and all new terrors in a mind-twisting 360 0 3-D environment that will challenge 
you like nothing before. Travel through cascading waterfalls, sink into deadly molten lava, and plunge 
into total darkness as you descend into the very heart of the enemy At your command is a deadly 



IM 


TM 


II 


I IM 


\/ 


IVI 


arsenal of 10 new, configurable weapons and an all new Weapons Transfer system that 
allows you to assist buddies during multiplayer assaults. You ’ll also find a helpful robotic 
ally, all new power-ups, a rocking new soundtrack, explosive sound effects AND a 
high-powered headlight beam to assist you when things seem their darkest. 

Descend upon the Interplay web page at http://www.interplay.com or check with your 
local computer software retailer for the latest release of the Descent II interactive demo. 
A vaitable for IBM and compatible. ° E v E L ° p E ° b * 

Watch for the full 30-level version coming this March. j ^ J 

1996 Parallax Software All rights reserved. All trademarks property of Interplay Productions. 
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Wetlands 



Designed & Published by 
New World Computing 
Platform DOS 


J ust as careful, animated graphics tends 
these days to be more appealing in an 
adventure game than FMV-oriented 
design, so, too, having a full, 3D environment 
to move through freely in a first-person per¬ 
spective action game is generally preferable 
to being caught within a pre-defined motion 
sequence. You have to ask yourself in both 
instances, if that’s the case, then why do 
designers keep coming up with FMV adven¬ 
tures and the first-person equivalent of the 
traditional overhead, scrolling shooter? 

The negative explanation in the case of the 
action game could be 
that there’s simply less 
work to do to design 
the actual interactive 
portions of such a 
game. Limit the play¬ 
er’s role to moving a 
cursor around the 
screen and clicking on 
hot spots to kill oppo¬ 
nents whose move¬ 
ments are completely 
scripted, and you can 
then focus all your 
attention on the 
graphics and sound. 

To be kind, the less 


cynical explanation could be that - as has 
always been the case with Readysoft’s tradi¬ 
tional Dragon’s Lair-style game design - the 
scripted action game is more of a puzzle-ori¬ 
ented design than it is a pure action game, so 
play focus is more learning the sequence of 
actions you have to perform to get through a 
scene than it is on pure reflex skills. 

That’s definitely the case with New World 
Computing’s latest venture in this genre, 
Wetlands. Encapsulated within what is 
essentially a very well-done cartoon adven¬ 
ture are a series of “action” sequences, the 


resolution of which involves learning where 
to click on the screen when. In theory, you 
can get absorbed in the fiction of each sec¬ 
tion and imagine yourself shooting your way 
through a bunch of opponents to reach your 
goal - the unfolding of the next section of 
the story. 

In fact, though - whether it’s on foot with 
a gun, in a spaceship, in an underwater craft, 
etc. (all variations on the game’s main play) - 
you’re doing virtually the same thing over 
and over again. The weakness of Wetlands* 
action sequences is that, despite wide varia¬ 
tion in the depiction of what’s actually going 
on, it feels like the same, relentless shooting 
gallery over, and over, and over again. Not 
enough has been done to sustain the fiction 
of the player’s involvement in these portions 
of the game. 

Fortunately for Wetlands, though, the 
pay-off for getting through such scenes is 
pretty spectacular. Significant effort has gone 
into creating a great story, with wonderful 
animation, excellent voice acting and fabulous 
atmosphere. If you’re willing to fight your way 
past the shooting gallery portions to enjoy 
the well-paced story, Wetlands merits 
attention for the latter alone. Too bad there’s 
no plain clik‘n watch mode.<^> 

Steve Wartofsky 
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. . Vince Magnotta 

A veteran police detective 
operating on the fringes of the law, 

Detective Vince Magnotta leads the Ripper 
investigation and spars with Quinlan, 
the player's character. With a deadly temper 
and a secretive past, Magnotta becomes 
a suspect in the Ripper killings. 


Ripper and the Take 2 logo are registered trademarks ot Take-Two Interactive Software, Inc. All rights reserved. 

Playstation"* and the Playstation logos are trademarks ol Sony Computer Entertainment, Inc. Apple and the Apple logo are trademarks ol Apple Computer, Inc. 













































This month we'll keep you on the ice, travel back in time & hang out with Ditka 

i 


Generally, “hint” columns will teach you 
how to beat a given game, but most concern 
themselves with games where there is a distinct 
right and wrong - you know, adventure, role- 
playing, that sort of thing. Sports games are of 
a different ilk, however, requiring not only 
know-how, but also skill, reflexes and experi¬ 
ence, and NHL 96 throws yet another wrinkle 
into the mix - the arbitrary decision. Simply 
put, that means sometimes the damn program 
is gonna lay a lickin’ on you no matter how 
well you play and how successfully your strat¬ 



egy is implemented. Occasionally, the reverse 
is also true. 

During my research for this article, I expe¬ 
rienced the most flagrant example I’d ever 
seen of NHL’s predestined results. There was 
but two minutes to go in the game in question 
and I led the Canadiens by a single goal, yet I 
noticed that no matter how many chances I 
had given them, they would not - or could not 

- score. Ah, a perfect spot to test my theory. 

With my goalie in possession of the puck, I 

moved him halfway to the blueline and pur¬ 
posely handed the puck to an enemy player, 
who had no choice but to slip it home into a 
gaping cage. Miracle of miracles, however, 
the play was blown dead for no reason at all, 
a face-off was called in my end and the goal 
did not stand. Replays proved that the puck 
was indeed in the net, yet the program’s “ref¬ 
eree” had turned a blind eye, and decided that 
I wasn’t going to blow this lead no matter 
how much I tried. This time the arbitrary deci¬ 
sion had worked to my advantage. 

That said (purely to cover myself, of 
course), these pearls of wisdom should assure 
that you’ll outplay and outchance virtually any 
computer-based opponent. Using this game- 
plan I regularly double up shots on goal, outhit 
by a 5-1 margin, and have a huge lead-in time 
spent in the offensive zone. I still lose twenty- 
five percent of my games, but my record is 
good enough to have me sitting in a solid sec¬ 
ond place nearing the end of my season. 

By the way, this article assumes that you 
don’t want to “cheat” and build a super team, 
which will make things a whole lot easier all 
by itself. My team of choice is my hometown 
Vancouver Canucks (yes, with Mogilny), and 
as I write this, I’m doing a heck of a lot better 
than the real life team. 

General tips 

HINT #/: Do not accept the default camera 
angle. Go, instead, with one of the Sky Cams 

- you’ll find that although you’re further from 
the action, you’ll actually be able to see the 
full width of the ice. That helps in determin¬ 
ing little things, like the position of your 
breaking winger! 

HINT #2\ Build a fearsome line 1 and 2, and 
throw whoever else is decent on line 3. 
Generally speaking, these three lines will never 


get so tired you have to rely on the also-ran 
Line 4; usually, you won’t even need to turn to 
Line 3. Remember, a good but moderately tired 
player (as long as you never let the energy 
level diminish into the red) is always better 
than a low talent/ high energy combination. 



HINT #3\ Try choosing a team where speed is 
accentuated over physical strength. Injuries 
are few and far between, and there’s much 
more you can do with raw acceleration. 

HINT#4\ Learn player attributes. Let the 
good passers pass and the good shooters 
blast away. 

HINT#5\ While I’m certainly not an EA pro¬ 
grammer, I believe NHL 96 has built-in “win¬ 
dows of opportunity,” little time segments 
when the going suddenly gets real easy. If you 
play your cards right, you’ll find that one goal 
may well be followed by more. It’s up to you 
to keep the pressure on when these windows 
open up. 

HINT #6\ Most NHL veterans know that 
using the speed burst button will fatigue play¬ 
ers more quickly, but did you know that this 
same philosophy applies after the whistle? In 
other words, don’t waste energy chasing peo¬ 
ple after the whistle just for the fun of it, 
because it will tire your guys out. 

HINT #7\ Don’t worry about fights being 
injurious to your player. Even a slumped dead 
guy springs back to perfect health when out 
of the penalty box. 


Defense 

HINT #I\ Make sure to bring your guys back 
(yes, even forwards) into your own zone when 
the CPU team is on the offensive. Just having 
players back inside the blueline doing nothing 
will reduce the chances of an enemy goal, and 
certainly placing defenders between the puck 
carrier and your goal is a very smart move. 
HINT #2\ Don’t worry about playing ultra- 
tight defense when killing penalties. The other 
team usually becomes ineffective (as will 
yours) when on the power play, and their 
chances of scoring may well be less than 
when at even strength. It’s a quirk of the 
game, but when in Rome... 

HINT #3\ Try hitting and knocking down a 
member (any member) of the opposing team 
as they break out of their own zone with the 
puck. Once you’ve bopped one of their guys 
to the ice, you’ll find that through giveaways, 
weak shots, and the like, their rush will usual¬ 
ly become ineffective. This isn’t quite as fool¬ 
proof as it was in NHL 95, but it still applies. 
HINT #4\ When the bad guys have the puck, 
hit, hit, hit, smash and maim. Wail away on 
that poke check button, switch players and do 
it some more - there’s no telling who you’ll 
knock down (by the way, bodychecks are 
even more devastating and can cause injuries, 
but are much harder to perpetrate). 

HINT #5: Back to hitting again. Lining up the 
puck carrier between your controlled player 
and the boards is a good thing. That doesn’t 
mean taking a run at him from across the ice, 
but “up” ice, form your own zone, parallel to 
the side boards. Try forcing the puck carrier 
to the outside, then step into him, clicking the 
poke check button as you collide. He will fall 
and the puck will be fair game. 

HINT #6\ Why bother racing a guy to a loose 
puck when hacking him brutally to the ice is 
often the best way to beat him there? This 
again doesn’t mimic real life (you’d get a 
penalty), but in NHL 96 it’s accepted. 

Well, that’s it for now. Some of this stuff will 
work better for some than others, and there’s 
undoubtedly a few secrets I’ve yet to learn, 
but this is a pretty fair start. Good luck, and 
remember, sometimes NHL 96 will pound ya, 
no matter what you do. 



Goaltending 


HINT #/: Giveaways in the defensive zone, 
especially from your goalie to an enemy 
player, can be particularly fatal. If none of 
your 
skaters 
are with¬ 
in range, 
eating the 
puck is 
better 
than hav¬ 
ing it in 
your net. 

HINT #2\ 

While 
people 
whose 

sole purpose in life is to learn manual goalie 
control may disagree, stick with a computer- 
controlled stopper for games vs. the program. 
You’ll get control anyway once a save has 
been made, and manually controlling the save 
action is complex. 


Gordon Goble 
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Stormfront Studios’ Old Time 
Baseball would appear to be the 
ultimate “what if’ tool. With 12,000 
players covering 110 seasons in its 
database (every player from 1871 
through 1981, including players 
from the Negro Leagues), you may find the 
answers to the questions which have plagued 
baseball nerds for years: What if Cy Young 
pitched today? What if Ted Williams played 
on the 1995 Red Sox? What if Greg Maddux 
had to face Babe Ruth and Lou Gehrig? With 
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HeadOn is compatible for simultaneous voice/data remote play with Doom, Doom II, Heretic, Hexen, Rise of the Triad, Tyrian, 
One Must Fall, Terminal Velocity, VR Pool, Descent, Spectre VR, Wacky Wheels, Fighter Wing, Battledrome, Transport Tycoon, 
Dark Legions, Machiavelli the Prince, Chessmaster, Grandmaster Championship Chess, Chessnet, Indy Car Racing, Nascar 
Racing, Tank Commander, Warcraft, Iron Assault, Power - the Game, Hardball 4, Wing Commander, Metal Marines, Battle Chess 

Empire Deluxe, Flight Simulator 5.x, Commanche, Slip 5000, Werewolf, and Blood Bowl. 


Introducing the Eiger Labs HeadOn" interactive game 
modem with simultaneous voice for PC's. You can now 

talk to and hear your friends while playing your favorite 
remote games over a single, standard telephone line. 
Taunt each other while battling head-on or vocally 
coordinate strategies for team playing. Breathe 
personalities into game characters in your own voice and 
words, lust imagine- no more boring, keyboard activated 
pre-recorded messages. No more distracting chat 
windows. Now you can truly interact with other players! 
Doom deathmatches will never be the same! 

With Eiger Labs' advanced DSVD (Digital Simultaneous 
Voice and Data) features, the HeadOn modem offers 


maximum real-time performance for true, fast-action 
trigger-responsive voice/data game play. 

HeadOn also includes standard 
14.4Kbps data and fax modem 
features, and it readily fits into 
any standard PC ISA bus slot. 

Easy-to-use software is provided 
for plug-n-play installation, telephone dialing/answering, 
and remote gaming with simultaneous voice. 

Get the most realistic interactive remote gaming experience. 
Get Eiger's new HeadOn modem. For more information, 
call 1 -800-OK-EIGER or e-mail 
headon@eigerlabs.com. 




Includes deluxe CD-ROM with 10 popular shareware games! 

HeadOn is available at major retail computer stores. 

jump to World Wide Web http://www.eigerlabs.com to find another HeadOn opponent in your area code or world. 

©1995 Eiger Labs, Inc. The HeadOn and Eiger logos are registered trademarks of Eiger Labs, Inc. All others are registered trademarks of their respective owners. 
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the “Time Machine" feature of the game, one 
could theoretically find out how the ‘27 or ‘36 
Yankees would do during the so- called “Dead 
Ball” era of the early 20th century. 

The answer to that question is, “not well.” 


During that era, where pitchers dominated, 
the mediocre staffs of the Yanks were over¬ 
whelmed by other teams, and offset their awe¬ 
some lineups. The Time Machine factors-in 
overall player performances during an era and 
applies that information when simulating sea¬ 
sons. When playing out entire seasons with a 
number of different leagues comprised of var¬ 
ious modern and classic teams, some fascinat¬ 
ing results were obtained. The ‘95 Indians 
didn’t stand a chance in any era (thanks to the 
guys on CompuServe’s SPRTSIM forum for 
the ‘95 La Russa 3 stats), but the ‘95 Rockies 
did OK (with their Coors Field-assisted “mur¬ 
derers’ row" appearing to be just that during 
most eras). 

While the overall seasons are entertaining 
to pour over (and quick to play out), the indi¬ 
vidual player statistics are bizarre, to say the 
least. Players appear to hit too few homers (in 
only rare instances does someone hit the 
magic 40, with 25 leading the league in most 
years), walk a ridiculously high number of 
times (over 200 is common), steal too many 
bases (100 is average - 200 common) and 
make too many errors (the bug still exists 
from all of the previous Stormfront designs - 
errors are given on plays where runners do 
not advance). You can prove the statistical 
anomalies by replaying an entire season with 
all of teams from a given year and setting the 
Time Machine for that season. 

The game is also plagued with other bugs 
and problems. The import statistics option 
(which works with both La Russa games and 
STATS, Inc.) was buggy out of the box; a 
patch for it was released within a week of the 
game’s release (an all too common trend). 
There are other problems with the way the 
computer handles the pitching staff. 

There are no problems, however, with the 
graphics. The recreations of many of the clas¬ 
sic stadiums of the past are beyond amazing. 


The latest all-video game from Digital 
Pictures is by far the best. Quarterback 
Attack, while not causing the Front Page 
Sports developers at Dynamix to lose any 
sleep at night, provides such a unique gaming 
experience that one is willing to overlook some 
of the inherent flaws of any all-video game. 

Quarterback Attack simulates a single 
game, where you, the player, are the rookie 
substitute QB who must take over the team 
and lead them to victory. Your coach, played 
by Mike Ditka (or maybe “overplayed" 


would be a more apt description), offers 
encouragement, tips, and derision on the 
sidelines. You control the offense; when you 
don’t have the ball, you’ll see a series of 
highlights which show the opponent driving 
to the goal line, or punting. 

Once back on offense, you choose the 
play (there’s no play editor, another limita¬ 
tion of the all-video format) from a decent 
selection of plays (too many long passes). 
When you walk up to the line of scrimmage, 
this is where things get interesting. The 
entire game (with one exception) is played 
out from a first-person point of view. When 
you fall in under center, the view is from 
behind your facemask. The camera pans 
right and left, and it’s up to you to read the 
defense. At this point, you can run the cho¬ 
sen play or set an audible. Though I haven't 
played professional football, it would seem 
that this aspect of the game is more realistic 
than football sims allowing you a top-down 
view of the entire field. 

Once you snap the ball you hand it off (if 
you’ve chosen a running play), and the play 
runs its course (again, you’re only controlling 
the QB). If you’ve chosen a pass play, the 
game shifts to an over-the-shoulder view. You 
drop back, using the arrow keys to dodge the 
occasional rushers, and select receivers with 
the keyboard. When you choose, say, the tight 
end, the game cuts to the receiver running 
their route. If the receiver is open, press the 
space bar and throw the pass (on the higher 
levels you have to actually choose a target for 
the pass). You can also choose another receiv¬ 
er or scramble. If you take too long, you stand 
a good chance of being sacked. 

One thing the game could have used is a 
more obnoxious Ditka. I can’t imagine him 


saying things like, “You’re good, kid. We’ll 
get ‘em next time.” I wonder if he ever said 
that to Harbaugh? 

As is usual with the stuff from Digital 
Pictures , the video comes up instantly, and is 
of fairly high quality. Like any all-video 
game, some of the scenes will become very 
familiar if you play more than a few games, 
and that familiarity is exactly the thing that 
may make Quarterback Attack an occasion¬ 
al diversion. However, if you're a football fan, 
this challenging game offers an interesting 
and unique alternative to the more in-depth 
simulations out there. 

Steve Bauman 


They are true works of art. 16 stadiums are 
included, with unique stadiums like Polo 
Grounds and Ebbets Field (you can also 
import La Russa 3 stadiums). All of the stadi¬ 
ums come with text histories, with extra pho¬ 
tos of each of 


them (for 
many, this 
alone may 
very well be 
worth the 
price of 
admission). 
The whole 
interface of 
the game has 
a wonderful 
retro look to 
it, and the 
music is 
evocative. 

When play¬ 
ing the game, 
Old Time 
Baseball is 
effectively La 
Russa 3, 

which may or may not be a bad thing depend¬ 
ing on your opinion of that game. Frankly, it’s 
not a great arcade game (even though it looks 
like one) because the animation is jerky and 
the pitches to the plate don't look particularly 
convincing (especially when compared to the 
incredible pitcher-batter confrontation in 
World Series Baseball for the Sega Saturn). 

As it stands, Old Time Baseball would be 
an interesting add-on for La Russa 3, but as 
a complete product, it’s of lesser value. 
There’s no question it’s a brilliant concept, 
but gamers don’t buy concepts; they 
buy games. As a game, it has enough 
minor (and a couple of major) prob¬ 
lems that the cumulative effect makes 
you wonder whether Stormfront 
Studios spends too much time polish¬ 
ing the visuals rather than tweaking 
an already flawed statistical engine. 

The quest for the perfect graphical 
baseball simulation continues. 

Steve Bauman 
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It makes pretty much every PC game we’ve ever seen 
- DOOM included - look slightly dull. Honestly.” 

— PC Gamer 

“Duke truly looks like a 3D supermodel of a game: 
sleek, sexy and gory with lead-thrashing action.” 

— Strategy Plus 




FULL MOVEMENT CONTROL lets you run, 
jump, crawl, swim, and jetpack your way 
thru hostile environments as you look up 
and down from any vantage point to 
survey the situation around you. 


FANTASTIC 3D REALMS, with stunning graph¬ 
ics supported in optional SVGA modes, await 
you as you thrash sinister aliens thru the 
streets of L.A., out to an orbiting station, 
and onto the surface of the moon itself! 


*•*••*% 


* DYNAMIC CQMM-BAT™ features let 
you duffe it out ongdm-one via modem, 
and enables UDCo^player battlefests 
over yduc netwg&jfflg^end prerecorded 
taunts to ydWi^fflMbponents via 
HDuke's unique ReniBHaBteile™ system. 


WITH "BUILD” TECHNOLOGY you will 
explore an interactive, fully immersive 
world of towering skyscrapers, deep 
canyons, and murky bodies of water— 
complete with sloping surfaces, realistic 
earthquakes, functional subwayj-and g* 
many never-before-seen special,efi8bfe. 


Developed by 3D Realms Entertainment. 

All rights reserved. All other trademarks are the property of their respective owners. 

1-800-3DREALMS 

WWW Site (http://www.3drealms.com) AOL (Go 3D REALMS) CIS (Keyword REALMS) 

Software Creations BBS (508) 368-7036 

Reader Service No. 31 


Reality is our game 
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‘WHIPLASH’ 

Sit down, strap 
in, and hang on 
for a tire 
squealing, fend¬ 
er crunching, no 
holds barred 
stunt racing 
duel to the 
death. Whiplash 
pits you against 
up to 15 arch 
rivals as you 
battle through 
24 of the most 
insane and 
deadly race 
courses ever 
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IBM HARDWARE | IBM HARDWARE 


AUDIO HARDWARE 

3D Blaster $335 

Adlib Gold Sound Card $69 
Adv Gravis U-sound ACE $79 
Adv Grav Max/Doom 2 $165 
Audiophile Ref 30 A Spk $189 
Audiophile SW 20 A SW$139 
Labtec CS-800 Speakrs $32 
Sound Blaster 16 MCD $172 
Sound Blaster 16 Value $95 
Sound Blaster 32 IDE $179 
Sound Blaster Value $57 
Snd Galaxy NX2/Speakr $49 
SGalaxy NXPRO 16 MM $99 
SGIxy NXPR016 /SCSI$139 
Snd Galaxy NXPRO Kit $49 
Sound Man Wave $119 
SndScpe 16 Wavetable$149 
SoundDrive 16 EZ ISA $109 
SoundDrive 16 SCSI $139 
Turtle Beach Tropez $219 
Vivid 3D Pro $105 

Vivid 3D Sound $55 

CD ROM HARDWARE 
NEC Multispin 6xi $479 
Plextor 6 Plex 6x Int $429 



SHIPPING 


Place an order for an out 
of stock software item 
and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


CONTROLLERS 


American Laser Gun $43 

Batter Up PC $52 

CH F-16 Combatstick $58 

CH F-16 Fighterstick $75 

CH F-16 Flightstick $36 

CH Flight Stick $28 

CH Flight Stick Pro $48 

CH Game Card 3 Auto $25 

CH Mach 3 Joystick $25 

CH Pedals $41 

CH Pro Pedals $74 

CH Pro Throttle $75 

CH Throttle $60 

CH Trackball Pro $75 

CH Virtual Pilot Pro $69 

Cyberman $46 


Dolphin Virtual Helm $139 
Gravis Eliminator Card $19 
Gravis Analog Joystick $24 
Grav Analog Pro/Dscent $36 
Gravis Firebird $58 

Gravis GrIP Controller $29 
Gravis PC Game Pad $19 
Gravis PC Pad/Descent $27 
Gravis Phoenix/Descent $83 


Head-to-Head Cable $24 

Joyswitch $38 

Logitech WingMan $26 

Logitech WMan Extreme $45 
MS Natural Keyboard $91 

MS Sidewinder 3D $29 

MS Sidewinder 3D Pro $56 
Notebook Gameport $42 

PC Virtual Golf Club $119 

Spaceball Avenger $99 

Suncom FI 5 Eagle $118 

Suncom FI 5 Hawk $39 
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‘NAVY STRIKE’ 

Strap yourself into 
the cockpit of an F- 
18 and catapult your¬ 
self into Navy Strike, 
Featuring the latest 
in 3D graphics and Al 
technology to bring 
the world of super¬ 
sonic combat to your 
computer screen. 
With super realistic 
sound effects and 
details such as sun 
glare and blackouts 
you’ll find it hard to 
keep your feet on the 
ground! CD $42 


ADVANCED CIVI¬ 
LIZATION’ You start 
at the dawn of histo¬ 
ry and lead your 
society through the 
mists of time to the 
age of the civilized 
state (8000 B.C. to 
250 B.C.). The object 
is to gain an overall 
advancement in 
which cultural, eco¬ 
nomic, and political 
factors are para¬ 
mount. Up to 8 play¬ 
ers can play on line 
using simultaneous 
movement. CD $39 


entire 




‘FORMULA T2 
DRIVING CON¬ 
TROLS’ New Ford 
Mustang style 
steering wheel 
with a padded soft 
rubber grip, 
improved shifter 
with increased 
travel for a more 
realistic feel, real 
gas and brake 
pedals on an 
improved floor 
base are just a 
couple of features 
that will keep you 
moving. $108 


‘FADE TO BLACK’ 

As Conrad, the hero 
from Flashback, you 
wake from a long 
cryogenic sleep to 
face the same alien 
enemies you battled 
50 years ago. By 
now, Morphs have 
taken over the solar 
system and are out 
to enslave the 
human race. Feel the 
adrenaline rush as 
you move through 
dark enemy infested 
hallways and foreign 
territories. CD $47 


IBM HARDWARE 

I 

IBM ACTION 

1 

IBM ADVENTURE 

i 

IBM ADVENTURE 


CONTROLLERS 

Suncom FI 5 Raptor $50 

Suncom FI 5 Talon $75 

Suncom SFX W Shrewre 
$25 

T-mstr Drivg System T1 $99 
T-mstr Drivg System T2$108 
T-mstr F16TQS,Throttle$108 
Thrustmaster FCS Pro $99 
T-mstr FLC Sys (FI 6) $108 
T-master FLCS Limited $499 
T-mstr FCSMk2 / Fit Def $58 
T-mstr Gme Card (ACM) $25 
T-master Pinball System $29 
T-master Pro Play Golf $559 
T-mster Rudder System $98 
T-mstr Weapn Syst Mk2 $88 
T-mstr XLC, CD Bundle $44 
Total Control Virtual Ctrl $25 
VFX 1 Vrtual Headgear $995 
VIDEO HARDWARE 
Diamond Edge 3d 2200$329 
GameWave 32 Pro ISA $199 
Game View $99 

Game Zapper $47 

Matrox Millenium G Acc$319 
Reel Magic Vid Upgrade $99 
ShareVision PC 300 $629 

ShareVision PC 3000 $1339 
SpeedStar Pro SE VLB $179 
Speedstar Games Kit $169 
Speedstar Gms Kit PCI $169 
Stealth 64 2Mb D-Ram $201 
Stealth 64 2Mb V-RAM $299 
Velocity Grph Acclloratr $399 
OTHER HARDWARE 
Head-On Gme Modem $129 
Modem Blaster 14.4K $169 
Phone Blaster $189 


1001 Nights of Doom $19 
4x Frenzy CD $48 

Castle Wolfenstein CD $24 
Crusader: No Remorse $48 
DIZone 1 or 2 CD ea $24 
Death Day CD $14 

Doom 2 $45 

Doom 2 CD $43 

Doom Ware 1 CD $25 
Duke Nukem 3D $35 

Duke Nukem 3D CD $49 
Hexen or CD $49 

HyperBlade CD $45 

Magic Carpet 2 CD $44 
Magic Carpet Plus CD $34 
Mstr Levels of Doom CD $25 
Maximum Roadkill CD $34 
Nerves of Steel CD $22 
Quarantine CD $25 

Rise of the Triad CD $18 
Rise of the Triad Ext CD $27 
Rise of t’ Triad: Dark War 
$28 

Road Warrior CD $32 

Ruins CD $44 

Shadow Warrior CD $49 
Skull Cracker CD $41 
Space Hulk 2 CD $40 
Star Trek Generation CD$41 
System Shock CD $15 
Tek War CD $46 

Tek War Special Ed CD $52 
Terra Nova CD $41 

Twisted Metal CD $40 
Ultimate Doom or CD $31 
Ultimate Doom W95 CD $37 
Warhammer 40K CD $39 
Witchaven CD $39 

XS CD $37 


10th Planet CD $44 

7th Guest CD $44 

7th Guest 2: 11th Hr CD $53 
Adv Willie Beamish CD $24 
Alien Alley CD $44 

Alien Alliance CD $48 

Alien Odyssey CD $48 

Alien Trilogy CD $46 

Alien Virus CD $38 

Aliens CD $43 

Alone in the Dark 3 CD $44 
Angel Devoid CD $44 

Archangel CD $24 

Are U’ Afraid of Dark CD $40 
Atmosfear CD $25 

Azrael’s Tear CD $39 

Babylon 5 CD $28 

Bad Day on Midway CD $40 
Bad Mojo CD . $38 

Beavis & Butthead CD $33 
Beneath a Steel Sky CD $28 
Big Red Adventure CD $40 
BioHazard Five CD $47 
Bioforge CD $33 

Bioforge Plus CD $44 

Black Diamond CD $44 

Blackthorne $28 

Blackthorne CD $28 

Blind Date CD $25 

Bloodnet CD $41 

Bloodwings CD $24 

Blown Away CD $39 

Blue Force: Next of Kin $19 
BrainDead 13 CD $38 
Buccaneers CD $48 

Bureau 13 CD $33 

Burn Cycle CD $34 

Cadillacs & Dino’s CD $28 


Calia 2095 CD $47 

Carrier Strike $39 

Castle Wolfstein $25 

Champions of Krynn CD $16 
Chaos Continuum CD $12 
Chewy Esc from F5 CD $44 
Chronicles of Sword CD $40 


Chronomaster CD $47 

City 2000 CD $19 

Commander Blood CD $39 
Companion of Xanth CD $33 
Conspiracy CD $30 

Corridor 7 CD $29 

Covert Action $12 

Creation CD $52 

Creature Shock CD $25 

Critical Path CD $19 

Crossfire CD $44 

Curse of Dragor CD $41 

CyberMage CD $44 

Cyberia CD $37 

Cyberia 2 CD $48 

Cyberwar CD $48 

Daedalus Encounter CD $29 
Damnesia CD $36 

Damocles CD $35 

Dark Eye CD $39 

Dark Forces CD $47 

Darker CD $31 

Darkseed 2 CD $45 

Day of the Tentacle CD $14 
Death Gate CD $34 

Death Trap Dungeon CD$42 
Depth Dwellers CD $29 

Diablo CD $44 

Dinonauts CD $29 

Dinotopia CD $46 

Discworld $35 
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Call NOW to Order 800-699-4263 

Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 




‘THE COM¬ 
PLETE CARRI¬ 
ERS AT WAR’ 

provides a total 
picture of carrier 
combat, no 
other simulation 
has matched for 
both excitement 
and historical 
accuracy. It con¬ 
tains C.A.W. 1, 
C.A.W. 2, the 
Construction 
Kit, the war 
scenarios as well 
as new scen¬ 
arios. CD $42 


‘THRUSTMAS- 
TER F-16 TQS’ 

You’ve got one 
of the best flight 
simulators on the 
J market and the 
‘ § software is more 

H# sophisticated 
^ than the best the 
: mf military had just 

a few years ago, 

using your key¬ 
board to fly it? 

With the ‘TQS” you’ll be flying that bird from an F-16 
Cockpit! User configurable, thumb trackball, fore and aft 
throttle movement, dogfight switch and throttle tension 
adjustment wheel, as realistic as the real thing. $108 


DAEDALUS 
ENCOUNTER’ As 

spaceship salvage 
expert Ari, superstar 
Tia Carrere’s in the 
hottest role of her life, 
running from a mas¬ 
sive star that fries 
passing spaceships 
like bugs hitting a 
light. To make things 
worse, her salvage 
vehicles entangled in 
a crippled space¬ 
craft! 3D game play 
so real, you can feel 
the killer corona’s 
heat. CD $29 








WIN 

95 





CRYSTAL CAL- 
IBURN’ A truly 
great pinball 
game is more 
than great graph¬ 
ics and spectacu¬ 
lar sounds, more 
than the latest 
arcade features 
like 3D ramps and 
three multi-ball 
play, more than 
fast ball move¬ 
ment and precise 
flipper control, it’s 
one that keeps 
you coming back 
for more. $29 


SAIL 95’ 

Experience the 
challenge of 
high perfor¬ 
mance racing 
as you control a 
multi-million 
dollar IACC 
yacht. The offi¬ 
cial simulator of 
the America's 
Cup features 
advanced Al, 
sound, and fully 
animated 3D 
graphics in 
1024 x 768 res¬ 
olution. CD $43 


‘WIZARDRY 
GOLD’ The 

upgraded and 
enhanced ver¬ 
sion of the 
best role play¬ 
ing game of all 
time -- Cru¬ 
saders of the 
Dark Savant is 
now available 
for WIN 95. 
New screen 
savers, etc. 
And yes, you 
can import your 
existing par¬ 
ties. CD $35 


IBM ADVENTURE 


Discworld CD $35 

Double Trouble CD $40 

Druid CD $40 

Dune CD $29 

Dust: Wired West CD $40 

Ecstatica CD $35 

Elk Moon Murder CD $27 

Entombed CD $29 

Entomorph CD $35 

Extractors CD $34 

Fade to Black CD $47 

Fighting Fantasy CD $40 

Flash Traffic CD $39 

Flashback CD $35 

Flight of Amazon Queen $19 
Fortress of Dr. Radiaki $15 

Fourplay $19 

Fox Hunt CD $47 

Frankenstein CD $46 

Freddy Pharkas CD $32 

Freelancer 2120 CD $41 

Full Throttle CD $45 

G-Nome CD $43 

Gabriel Knight 2 CD $55 

Gadget CD $45 

Gateway 2 $25 

Gateway 2 CD $38 

Gobliiins CD $19 

GrailQuest $17 

HardJack CD $48 

Harvester CD $46 

Heart of Darkness CD $55 

Hell CD $45 

Hell Cab CD $19 

Hellraiser CD $52 

Homicide CD $40 

I Have No Mouth CD $45 
Ice & Fire CD $46 
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IBM ADVENTURE 


In the First Degree CD $46 
Inca 2 or CD ea $19 

Indestructibles CD $44 
Indy Jones Desktop Adv $19 
Indy Jones 4 CD $15 

Inherit the Earth CD $24 
Into the Shadows CD $48 
Jack the Ripper CD $19 
Jewel of the Oracle CD $39 
Johnny Mnemonic CD $41 
Jonny Quest $26 

Journey to Center Earth $25 
Journeyman Project 2 $46 

Jurassic Park $29 

Karma CD $40 

King’s Quest 6 CD $15 

King’s Quest 7 CD $25 

King’s Ransom CD $32 

Kingdom O’ Magic CD $38 
Knights Chase CD $42 
Krazy Ivan CD $40 

Kronolog : Nazi Paradox $19 
L-Zone CD $40 


Labyrinth of Time CD $20 
Lawnmower Man 2 CD $44 
Legend of Kyrandia CD $25 
Lgend of Kyrandia 3 CD $25 
Legends of Don Huang $44 
Leisure St Larry Anth CD $47 


Lion CD $39 

Loadstar CD $44 

Lost Eden CD $39 

Lost Files of Sherlock $15 
Lost Files of Sherlock 2 $44 
Lost Mind of Dr Brain CD $36 
Lost in Time CD $15 

Lost in Town CD $44 

Maabus CD $25 


IBM ADVENTURE 


Man Enough CD $34 

Martian Chronicles CD $40 
Mirage CD 
Mission 9 CD 
Mission Critical CD 
Monstrous City CD 
Morph Man CD 
Mortimer CD 
Myst CD 
Necrobius CD 
Nibelrung Ring Cycle 
Night Trap CD 
No World Order CD 
Noctropolis CD 
Nomad CD 
Normality CD 
Odyssey CD 
Offensive CD 
Operation Body Count 
Orion Conspiracy CD 
Out of this World CD 
Pagemaster CD 
Pandora Device CD 
Panic In the Park CD 
Parasite CD 
Phantasmagoria CD 
Pitfall CD 
Police Quest 5 CD 
Power Dolls CD 
Predator CD 
Prince of Persia Collect 
Prisoner of Ice CD 
Promised Land CD 
Psychic Detective CD 
Psychotron CD 
Quantum Gate CD 
Quest for Glory 4 CD 
Re-Elect JFK CD 


IBM ADVENTURE 


Relentless CD $25 

Return to Zork: Nemesis $45 
Riddle of Master Lu CD $48 
Riftwar Legacy $23 

Ripper CD $48 

Rivers of Dawn CD $41 
Robot City CD $32 

Robot Club CD $29 

Sam & Max Hit Road CD $16 
Sato City CD $40 

Scroll CD $38 

Scrutiny CD $37 

Sea Legends CD $34 

Secret Monkey Island 2 $21 
Sentient CD $40 

Separation Anxiety CD $45 
Shadow Caster $18 

Shadow of Comet CD $25 
Shadows CD $40 

Shadows of Cairn CD $39 
Sham Shpade CD $35 
Shannara CD $39 

Shivers CD $37 

Silverload CD $38 

Simon the Sorcerer $19 
Simon the Sorcerer 2 CD $35 
Skyborg: Vortex CD $44 
Slaughterhouse 5 CD $46 
Space Quest 6 CD $45 
Spce Ship Brainlock CD $49 
Spaceship Warlock CD $29 
Spawn CD $37 


Spycraft: Great Gme CD $47 
Star Trek: Anniversary $26 
Star Trek: Judgement $15 
Star Trek: Academy CD $46 
Star Trek: Voyager CD $48 
Starship Troopers CD $39 


IBM ADVENTURE 


Synnergist CD $40 

Terminator 2029 CD $29 

Terminator: F Shock CD $44 

Terror of the Deep CD $36 

The Dig CD $47 

The Prophecy $19 

The Trial CD $44 

Time Commando CD $45 

Time Gate CD $42 

Tom & Jerry $18 

Tommy CD $48 

Tong Nau CD $40 

Torin’s Passage CD $50 

Total Distortion CD $44 

Touche CD $25 

Treasure Island CD $25 

Trouble is my Biz CD $46 

Under Pressure CD $28 

Under a Killing Moon CD$39 
Urban Decay CD $39 

Virtuoso CD $39 

Virus CD $37 

Void Pirates CD $43 

Vortex CD $45 

Voyeur CD $46 

Waterworld CD $48 

Welcome to t’ Future CD $44 
Wetlands CD $29 


Who Killed Sam Rupert $16 
Wolf:Hunt or Hunted CD $19 
Woodruff & Schnibble $32 
Wrath of the Gods CD $36 
XenoPhage CD $46 

Z CD $48 

Zeddas:Servant of Sheol$34 
ZeranrUltimate Alien CD$34 
Zombie Dino CD $30 

Zorro CD $39 


IBM ARCADE 


3D Ultra Pinball CD $40 

ALG Bundle CD $45 

BC Racer CD $25 

Battle Beast: Dead On $44 

Blades of Rage CD $34 

Corpse Killer CD $35 

Dimension CD $37 

Drug Wars CD $25 

Earthworm Jim CD $44 

EndorFun CD $25 

Exo Squad CD $28 

Expect No Mercy CD $48 

Extreme Pinball CD $29 

FX Fighter CD $44 

Full Tilt Pinball CD $24 

Hive CD $43 

Hodj & Podj CD $25 

Last Bounty Hunter CD $37 

Lode Runner $19 

Looney Labyrinth Pinball $29 
Mega Man X CD $44 

Metal & Lace $27 


Monty Python Waste CD $48 

ld:l=l=l 


INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain¬ 
ment CO ROM magazine 
FREE with any in stock 
software order. Offer sub¬ 
ject to change or cancel¬ 
lation without notice. 
Valid from 1/1/96 to 
2/28/96 or while supplies 
last. Quantities limited. 
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$40 
$44 
$39 
$44 
$25 
$42 
$48 
$40 
CD $39 
$25 
$24 
$27 
$36 
$48 
$44 
$34 
$29 
$40 
$31 
$44 
$54 
$35 
$37 
$53 
$43 
$50 
$30 
$44 
$19 
$42 
$41 
$44 
$17 
$19 
$18 
$32 
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‘HEXEN’ While 
you were battling 
the evil forces of 
D’Saril, the other 
Serpent Riders 
were busy sow¬ 
ing the seeds of 
destruction in 
other dimen¬ 
sions. Hexen’s a 
world littered with 
the mangled 

corpses of non¬ 
believers and 
inhabited by the 
undead followers 
that executed 
them. CD $49 



‘BATTLEGROUND: GETTYSBURG’ Covers the crucial 3 
days of July 1st, 2nd and 3rd 1863, where the very future of a 
nation hangs in the balance. Full color re-enactment video 
blends into an extremely easy to play strategy game. CD $42 



‘CARD PLAY¬ 
ERS PAR¬ 
ADISE’ Embark 
on a trip full of 
adventure, 
intrigue and 
exploration as 
you travel 
around the 
world playing 


your 

classic 

games 

exotic 


favorite 
card 
Each 
city has 


its own unique 
challenges to pro¬ 
vide infinite game 
play. CD $31 


* \ 




‘CH PRODUCTS 
F-16 FIGHTER 
STICK’ Features 
the most realistic 
Falcon jet stick grip 
ever! When used 
in conjunction with 
the Pro Throttle all 
20 buttons 

become program¬ 
mable for a total of 
40 functions at 
your fingertips, 
providing the ulti¬ 
mate in hands on 
throttle and stick 
combat flying. 3 
year warranty! $75 


‘BATTLES IN 
TIME’ Warfare 
is not won 
based on any 
one single ele¬ 
ment, it is a del¬ 
icate balance of 
all relevant 
components. 
Maneuver ar¬ 
mies as a 
whole, create 
diversions and 
control how and 
where armies 
will do battle in 
the strategic 
map. CD $35 


‘WITCHAVEN’ 

Deep within the 
volcanic pit of the 
Island of Char lies 
the mystical lair of 
Witchaven. There, 
witches older than 
time itself cast a 
shadow of evil 
spells that shroud 
your people in 
never-ending dark¬ 
ness. The power of 
demons fester as 
the sun sinks below 
the horizon. 
Tonight, the beast 
is hungry. CD$39 
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IBM ROLEPLAYING 
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IBM SIMULATIONS 
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IBM SIMULATIONS 


Mortal Kombat 3 CD $46 

MotoX CD $35 

Pinball Classics CD $31 

Pinball Fantasies Dlx CD $29 
Pinball Illusions CD $29 

Pinball World CD $35 

Primal Rage CD $47 

Prize Fighter CD $47 

Psycho Pinball CD $25 

Raiden CD $32 

Rebel Assault 2 CD $47 

Revolution X CD $44 

Royal Flush Pinball CD $22 

Savage Warriors CD $40 

Slam City CD $48 

Space Ace CD $38 

Space Runner CD $42 

Super Bubsy CD $33 

Supreme Warrior CD $44 

Tetris Classic CD $19 

Tetris Gold CD $25 

Thexder 2 CD $40 

Tri-Tryst CD $24 

WWF Arcade CD $45 

WWF Raw CD $41 

Zoop $26 



SHIPPING 

Place an order for an out 
of stock software item 
and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


ADD of Three Worlds $26 
Al-Qadim CD $25 

Alien Legacy $36 

Anvil of Dawn CD $34 
Arena CD $33 

Betrayal at Antara CD $48 
Cyber Space CD $38 

CyberJudas CD $32 

Dark Sun 1 or 2 CD ea $49 
Death Keep CD $39 

Death Knght of Krynn CD $15 
Disciples of Steel CD $22 
Dungeon Master 2 CD $38 
Elder Scrolls 2 CD $48 
Forgotten Realms CD $44 
Gateway Savage Frontier$16 
Halls of the Dead CD $40 
Hunters of Ralk CD $48 
Ishar 3 CD $33 

Kingdoms CD $40 

Knights of Xentar $31 
Lands of Lore 2 CD $46 
Lords of Midnight CD $47 
Might & Magic Trilogy CD $19 
Raven loft 2 CD $46 

Realms of Arkania 3 CD $46 
Rng of Medusa Gold CD $23 
Robinson’s Requiem CD $29 
Shadow Caster CD $15 
Star Trail CD $36 

Star Trek Deep Space 9 $41 
Star Trek TNG: Unity CD$46 
Stonekeep CD $50 

Terracide CD $42 

Thunderscape CD $44 
Ultima 9: Ascension CD $52 
Ultimate Fantasy CD $39 
Wizardry Gold CD $35 


1943: Euro Air War CD $49 
1st Encounters CD $32 
A.T. F. (Adv Tact Fighter) 

$48 

A-10 Attack CD $42 

A10 2: Silent Hunter CD $48 
AH 64D Longbow CD $48 
Absolute Zero CD $42 
Aces Over Europe $22 
Aces of the Deep 2 CD $48 
Aces of t’ Deep Mission $29 
Aces of the Pacific CD $25 
Across Desert 1941 CD $48 
Across the Rhine CD $45 
Air Combat Pacific 1942 $16 
A.C.Pacific ‘42 Gold CD $42 
ACS Navy Fighters CD $47 
ACS Navy Fighters Exp $25 
ACS Navy Fighters Gold $48 
Air Havoc Controller CD $33 
Air Warrior 2 CD $40 

Airpower CD $35 

Al Unser Jr Racing CD $33 
Apache CD $45 

Archimedean Dynasty $44 
Armored Fist CD $28 

Army Air Corps: 1942CD $48 
Assault Rigs CD $40 

Battlecruiser 3000 CD $45 
Big Red Racing 95 CD $41 
Black Knight CD $38 

Chaos Control CD $34 
Chopper Strike CD $52 
Comanche 2 CD $33 

Combat Air Patrol CD $25 
Combat Classics 2 $19 

Command CD $47 

Confirmed Kill CD $42 
Cyber Race CD $32 


Cyberbykes CD $31 

Cyberspeed CD $39 

Cyclemania CD $34 

D-Day: Op. Overlord CD $25 
Dark Ride CD $49 

Dawn Patrol 2 CD $42 
Dawn PatrokHead t’Head$25 
Dead End CD $44 

Death Race CD $34 

Delta V $19 

Descent 2.0 CD $46 

Destruction Derby CD $40 
Dream Web CD $34 

EarthSiege 2 CD $48 

Elite Plus $19 

Evasive Action $28 

F-16 Fighting Falcon CD $44 
F-19CD $14 

FI 5 Strike Eagle 3 CD $48 
FA 18 Hornet CD $54 

Falcon 4.0 CD $52 

Falcon Gold CD $52 

Fast Attack CD $44 

Fighter Duel Pro 2 CD $34 
Fighter Wing or CD $36 
Fighting Falcon CD $47 
Fleet Defender Gold CD $42 
Flight Light CD $19 

Flight Sim ToolKit $16 

Flight Unlimited CD $48 
Flying Aces CD $49 

Flying Corps CD $44 

Flying Nightmares 2 CD $42 
Flying Tigers CD $42 

Frontier Elite 2 $19 

Fury Cubed 95 CD $39 
Great Naval Battles CD $42 
Grey Wolf CD $19 


H.A.W.C. CD $35 

Hi-Octane CD $44 

Indy Car Racing 2.0 CD $48 
Indy Car Race Compiled $25 
Inferno CD $44 

Interactive Sailing CD $45 
Iron Angel CD $44 

Iron Assault CD $39 

Jet Fighter 3 $41 

Jet Pack CD $36 

Jet Ski Rage CD $39 

Jump Jet $22 

Last Dynasty CD $48 

Lawn Mower Man CD $35 
Locus CD $46 

Ml Tank Platoon 2 CD $48 
Mag Zone CD $30 

Max Overkill Bundle CD $40 
Max Overkill Mission 2 $29 

Max Overkill Multi-Player$48 
Mech Commander CD $40 
MechWarrior 2 CD $46 
MechWarrior 2 Exp CD $26 
MechWarrior 2 NetMech $15 
Metal Lords CD $34 

MetalTech: BDrome CD $21 
MetalTech: ESiege CD $47 
MetalTech: ESiege Exp $33 
MetalTech: ESiege Spch $20 
Microsoft Flight Sim 5.1 $48 
Msoft Flight Sim 5.1 CD $53 
MS Fight Sim Fight Shop $38 
Mig 29 Gold CD $49 

Nascar Racing $39 

Nascar Racng Tracks CD $24 
Net Racer CD $44 

Phoenix Fighter CD $49 
Power Boat Simulator 3 $46 
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Rapid Assault CD $28 
Raven Project CD $39 
Reach for the Skies $16 
Real Weather Pilot $14 
Red Baron Tank Killer CD $26 
Red Baron w/Missn Bldr $29 
Red Ghost CD $42 

Renegade CD $36 

Renegade 2 CD $26 

Retribution CD $19 

Roll Cage CD $34 

SU-27 Flanker CD $46 
Sail ‘95 $35 

Sail Simulator $40 

Sailing Simulator 3 $52 

Sailing Sim 3 Coasts ea $39 
Savage CD $40 

Screamer CD $41 

Sea Wolf CD $15 

Sensory Overload CD $42 
Shock Wave CD $44 

Silent Hunter CD $46 

Silent Service 2 $16 

Silent Steel CD $45 

Sky Warriors CD $35 

Slipstream 5000 CD $35 
Space Academy CD $47 
Spectre VR CD $29 

Star Crusader CD $27 
Star Crusader Msn/Spch$19 
Star Rangers CD $44 

Strike Commander CD $15 
Stunt Driver CD $14 

Sub Battle Sim 2 CD $39 
Sub War 2050 Plus CD $19 
Super Tank Commander $40 
SuperKarts CD $24 

T-MEK CD $38 

© 1995 CHIPS & BITS, INC. 


























Call NOW to Order 800-699-4263 

Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 



‘THE LAST 

BLITZKRIEG’ 

will put you in 
the heat of 
Hitler's last 
chance at victo¬ 
ry in the West. 
Detailed battles, 
new land combat 
system, opera¬ 
tional artificial 
intelligence, six 
scenarios, 
replay feature 
for reliving bat¬ 
tles, network 
and modem 

play! CD $41 



SILENT HUNTER’ 

Authentic W.W. 11 film 
footage, cinematics, 
and narration 
throughout the 
game will give the 
player a historical 
feel of what it was 
like to command a 
submarine during 
the war in the 
Pacific. Choose a 
variety of American 
submarines used 
in W.W.II, the 
Gato, Balao, 
Tambour, or 
Salmon. CD $46 


IBM SIMULATIONS 


TFX CD $36 

TFX EF2000 CD $45 

Tank CD $14 

Tank Commander Net $46 
Task Force Admirals Pck$29 
Terminal Velocity $29 

Terminal Velocity CD $36 
The Darkening CD $54 
The Need for Speed CD $47 
Tie Fighter $29 

Tie Fighter Collector CD $47 
Top Gun: Fire At Will CD $45 
Tower $42 

Trophy Bass CD $48 

U-Boat $34 

U-Boat 2 $36 

Ultrabots CD $15 

VetteCD $14 

Virtual Karts CD $41 

Warhawk CD $40 

Werewolf/Comanche CD $48 
Whiplash CD $46 

Wing Commander 3 CD $33 
Wing Commander 4 CD $54 
W Commander Armada $15 
Wing Nuts CD $34 

Wings of Glory CD $25 
Wipe Out CD $40 

Wolf Pack CD $15 

Wrld Circuit GP 2 $41 

World Circuit 2 Net CD $42 
Wrld Circuit GP2 Mnger $41 
X-Car Exp Racing CD $44 
X-Wing $23 

X-Wing Collector’s CD $24 
X-Wing Mission Disk ea $19 
Yeager’s Air Combat CD $15 
Zone Raiders CD $41 


IBM SPORTS 


3-Decathlon CD $42 

3D Table Sports CD $26 
APBA Baseball $24 

APBA Baseball 3 CD $37 
APBA Baseball Innovator $19 
All Star Baseball CD $40 
Avalanche Interactive CD$19 
Blood Bowl CD $29 

Brett Hull Hockey ‘95 CD$29 
ESPN Extreme Games $40 
ESPN 2 Extreme Games $34 
ESPN Hockey CD $40 
EuroGolf CD $44 

FIFA Intemation’l Soccer $36 
FIFA Intrntnal Soccer ‘96$40 
Fairways to Heaven CD $29 
Frank Thomas Baseball $44 
Front Page Ftball Pro ‘95 
$47 

Front Page Ftball Pro ‘96 
$48 

Front Pg Sprts Bsball ‘96$48 


Golf’s Greatest 18 CD $25 
Gone Fishin’ CD $25 

Hardball 4 $29 

Hardball 5 CD $40 

Hooves of Thunder CD $35 
Internatnal Tennis Open $44 
J Nicklaus Muirfield CD $40 
Jammit CD $19 

Jordan In Flight CD $13 
L Haffner College BBall $36 
Links Pentium CD $49 
Links Pro 386 $16 


Live Action Football CD $16 
ML Personal Pro Golf $19 
Madden Football 96 CD $40 
Microsoft Baseball CD $51 
MS Golf for Windows $38 
Microsoft Golf 2.0 CD $45 
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METAL LORDS: 
THE INNER CIR¬ 
CLE’ Millitary con¬ 
quest, resource 
management and a 
wide range of mis¬ 
sions test players as 
they strive to 
become the ruling 
Duke of a torn 
empire. Ten royal 
houses vie for domi¬ 
nation of the interstel¬ 
lar empire, where 
diplomacy, growth 
and expansion are 
the key ingredients 
for success. CD $34 


‘ S U - 2 7 
FLANKER’ It’s 
no rumor, the 
Russians are 
coming, and 
they’ve got the 
most amazing 
flight simulator 
you’ve ever 
seen. It’s the 
first flight sim 
to fly under 
state of the art 
Windows 95 
technology! Modeled after the awesome SU-27 
Flanker by a team of Russian aerospace profession¬ 
als, SSI’s SU-27 Flanker is being hailed as the most 
realistic flight sim ever for the PC! CD $46 





THE DIG’ A 

team of astro¬ 
nauts are mys¬ 
teriously trans¬ 
ported to an alien 
world where they 
uncover artifacts 
of an ancient, 
yet advanced 
civilization. 
They must sift 
through the 
ruins and 

assemble the 
necessary 
technology to 
take them 
home. CD $47 
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‘DUNGEON KEEPER’ As an ultra evil sorcerer who has col¬ 


lected a hoard of treasure over decades of thievery and other 
mischief, you now retreat into your dungeon to enjoy your unjust 
rewards. A host of monsters await your bidding. CD $48 


IBM SPORTS 

I 

IBM STRATEGY 

8 

IBM STRATEGY 

4 

IBM STRATEGY 


NBA Airborne‘95 CD $40 
NBA Jam Tournament $44 
NBA Live 95 CD $47 

NBA Live 96 CD $40 

NCAA Football CD $44 
NFL ‘95 $24 

NFL Coaches Club FB $14 
NFL Quarterbck Club ‘96 $45 
NFL Super Bowl CD $39 

NHL Hockey ‘95 CD $40 

NHL Hockey ‘96 CD $44 

N Faldo Champion Golf $34 
Old Time Baseball CD $48 
PBA Bowling CD $32 

PGA Tour Golf 96 CD $44 
PGA Tour Invitational CD$40 
QB Attack CD $35 

RBI Baseball ‘96 CD $40 
Road to the Final Four 2 $43 
Rugby World Cup ‘95 $40 

Serious Soccer $18 

Skins Game at Bighorn $37 
Tee Time CD $19 

Title Fight Pro Boxing $33 
Tom Landry Football $24 
Tony LaRussa Bseball 2 $47 
Tony LaRussa Bseball 3 $47 


TroyAikman Football CD $42 


Ultimate Football ‘95 CD $25 
Unnecessary Rough ‘95 $15 
Unnecessary Rough ‘96 $42 
VR Sports Golf CD $42 
VR Sports Soccer CD $42 
Virtual Golf CD $25 

W Gretsky NHLPA Allstar $40 
Winter Sports CD $28 
World Cup Golf Dorado $26 
World Hockey 95 CD $24 


1830: RR & Robbers $34 

Advanced Civilization $39 
Airbux 1.2 CD $19 

Alexander CD $43 

Allegiance CD $34 

Archon Ultra $32 

Arctic Baron CD $16 

Ares CD $42 

Ascendancy CD $44 

Awful Green Things CD $35 

Battle Bugs $37 

Battle Isle 2200 CD $19 

Battles in Time CD $35 

Black Beard CD $34 

Breach 3 CD $40 

Buzz Aldrin Race Space $29 

C.E.O. CD $43 

Caesar CD $15 

Caesar 2 CD $47 

Capitalism CD $42 

Carriers at War Const Kit$25 
Castles 2 CD $25 

Celtic Tales CD $34 

Citizens CD $42 

Civilization $25 

Civilization 2000 CD $42 

Civilization Network CD $47 

Civilization CD $24 

Clash of Steel $19 

ClockWerx CD $24 

Colonization $19 

Colonization CD $19 

Colonization Gold CD $48 

Colonization WIN CD $42 


Command & Conquer CD$47 
Command/Conquer 2 CD $50 
Cmplete Carriers at War $42 
Conquer for Windows $19 


Conquered Kingdoms $19 
Cnquered Kingdom 2 CD $38 
Conquerer A.D. 1086 CD 


$44 

Conquest of New World $46 
Corporate Colonies CD $35 
Crisis in the Kremlin $29 
Critic’s Choice Collection$25 
Darklegions CD $29 

Deadline CD $38 

Detroit CD $15 

Dominus CD $19 

Dragon Force $16 

Dune 2 $28 

Dungeon Keeper CD $48 
Empire 2 CD $34 

Empire Builder CD $39 
Empire Deluxe $19 

Empire Deluxe Mstr Ed $22 
Escalation CD $29 

Exploration CD $40 

Fantasy Empires $19 

Fantasy Empires CD $42 
Fantasy Fiefdom CD $48 
Flight Commander 2CD $38 
Fort Apache $19 

Front Lines CD $39 

Gazillionaire CD $14 

Genesia $35 

Genghis Khan 2 $34 

Gettysburg:Turning Point$15 
Grandest Fleet CD $29 


Great Naval Battles 3 CD$41 
Great Naval Battles 4 CD$43 
Hammer of the Gods CD$28 
Harpoon 2 Btle Set 4 CD $20 
Heirs to the Throne $19 

HercForce CD $48 

Hero Might & Magic CD $34 


Incredible Machine 2 CD$39 


Jagged Alliance CD $46 
Jutland CD $29 

Kingdoms of Germany $34 
Kingmaker $34 

Konquest CD $35 

Lemmings CD $25 

Lemmings 3D CD $40 

Lemming Chronicles CD $35 
Lemmings Paintball CD $31 
Lost Admiral 2 CD $39 
Machiavelli t’ Prince CD $19 
Marco Polo CD $37 

Master of Antares CD $41 

Master of Magic $25 

Master of Orion $25 

Master of Orion CD $25 

Metal Marines $27 

Northlands CD $39 

Ocean Trader CD $44 

Operation Crusader CD $39 
OrionBurger CD $39 

PTO 2 CD $34 
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INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain¬ 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub¬ 
ject to change or cancel¬ 
lation without notice. 
Valid from 1/1/96 to 
2/28/96 or while supplies 
last. Quantities limited. 


Reader Service No. 31 


© 1995 CHIPS & BITS, INC. 


SPLUS296P4 























































CHIPS&BITS 


INC. 


PO BOX 234 DEPT 10557 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


'OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accepted. 




‘WING COMMAN¬ 
DER IV’ is the next 
stage of the epic 
adventure, when 
men of ambition try 
to use the aftermath 
of a galaxy spanning 
war to promote their 
own greed for 
power. The complex 
story is a master¬ 
piece of motivation 
and corruption, and 
the characterization 
is richer and more 
immediate than 
any thing done 
before. CD $54 


‘WOODEN 
SHIPS & IRON 
MEN’ Take com¬ 
mand of the 
mightiest 
American, British, 
French and 
Spanish warships 
deployed during 
the American 
Revolution and 
Napoleon eras. 
Choose from 17 
historical ship to 
ship and fleet 
scenarios or 
design your 
own! CD $39 


0IRU f. GATES' 


POLICE QUEST 

SWAT 


‘POLICE QUEST 
5: SWAT AS¬ 
SAULT’ Serve as 
a cop in the elite 
Los Angeles 
Police Depart¬ 
ment’s famous D 
Platoon. Learn 
about the tactics, 
weapons and 
equipment actu¬ 
ally used by 
SWAT officers. 
Test your knowl¬ 
edge and skill as 
you deal with 
real life crisis situ¬ 
ations. CD $50 





‘TIE FIGHTER: 
COLLECTORS 
EDITION’ 

Through their 
treachery on 
Yavin, the alliance 
of rebels and 
other criminals 
has threatened 
the very founda¬ 
tion of the 
Empire. As an 
Imperial Navy 
Starfighter pilot, 
you will safeguard 
imperiled lives 
throughout the 
Galaxy. CD $47 


‘THE 

HIVE’ 

Battle 

intricate 

obst 

a c 1 e s , 

scores 

of viper 

ships, 

and 

h e 1 

1 i s h 

Hivasects in 

this n 

on stop 

action, 

arcade 

game. 

The 

Hive 

employs 

b re a t 

h ta kin g 

3D rendered 

graphi 

cs, digi- 

tal stereo sound 

and 

heart 

pounding game 

play. 

CD $43 


‘ULTIMATE 
DOOM’ Just when 
you think you’ve 
survived DOOM, 
prepare yourself for 
the ultimate DOOM. 
Now you can get the 
complete original 
megahit plus an all 
new episode that will 
blow you away: Thy 
Flesh Consumed. 
These nine never 
seen before 
expert levels will 
make the first 27 
seem like a walk in 
the park! CD $31 


IBM STRATEGY 


Patrician CD $36 

Pax Imperia 2CD $46 

Perfect General $21 

Pirates Gold CD $19 

Pizza Tycoon or CD $25 
Power House CD $26 
Power: The Game CD $29 
Project USA CD $25 

Qin: Tomb Mid Kingdom $34 
Qwirks CD $19 

Railroad Tycoon CD $14 
Railroad Tycoon 2 Clssic$24 
Reunion CD $33 

Rogarian Agenda CD $39 
Romance 3 Kingdoms 3 $39 
Romance 3 Kingdoms 4 $39 
Second Conflict $34 

Serf City: Life is Feudal $37 
Settlers 2 CD $44 

Shadow of Emperor CD $44 
Sim City 2000 CD $53 

Sim City 2000 Cllect WIN$59 
Sim Earth $19 

Sim Earth CD $40 

Sim Life $29 

Sim Town CD $33 



SHIPPING 


Place an order for an out 
of stock software item 
and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


IBM STRATEGY 


Simlsle CD $35 

SimTower CD $31 

Space Bucks CD $40 

Space Hulk CD $15 

Space Marines CD $44 

Space Miner CD $36 

Spaceward Ho! 4 $24 

Star Base CD $42 

Star Control 3 CD $46 

Star Reach CD $36 

Starship $15 

Subversion $19 

Syndicate Plus CD $15 

Syndicate Wars CD $45 

Terminator 2 Chesswars $24 
The Complete UMS $44 

Theme Park CD $39 

Tiny Troops CD $44 

Transport Tycoon CD $24 


Transport Tycoon Dlx CD 


$42 

Unnatural Selection CD $29 
Virtual Corporation CD $38 
Visions of Glory CD $39 
Walls of Rome $19 

Warcraft: Ores & Human $39 
Warcraft 2 CD $46 

Warhammer Horned Rat $43 
Warlords 2 $19 

Warlords 2 Dlx CD $41 

Warlords 3 CD $42 

Wooden Ship & Iron Men $39 
Worlds at War $19 

Worlds of War CD $48 

X-Com: Tactical CD $41 
X-Com: Terror Deep CD $39 
X-Com: Apocolypse CD $42 
X-Com: UFO Dfense CD $24 
Zig-Zag CD $29 


IBM TRADITIONAL 


Any One For Cards CD $25 
Bobby Fischers Chess $26 
Bridge Dlx 2 w/Sharif CD $43 
Bridge Master Champ $39 
Caesar’s Wrld of Gamblg$37 


Card Plyrs Paradise CD $31 
Casino Deluxe CD $24 
Casino Gambler Kit $29 
Chessmaster 5000 CD $44 
Dealer’s Choice Collectn$25 
Dragon Dice CD $44 

Game Wizzard Pro $32 
Hoyle’s Classic Cards CD $40 
Hyper 3D Pinball CD $34 
Icebreaker CD $29 

Incredible Mchine 2 or 3 $39 
Jeopardy CD $29 

Magic the Gathering CD $41 
Mega Maze CD $28 

Monopoly CD $40 

Ms. Metaverse CD $32 
Paparazzi CD $36 

Perfect Player Poker CD $24 
Pool Champion CD $33 
Shanghai: Grt Mmnt CD $26 
Solitaire Dlx CD $25 

Solitaires Journey 2 CD $35 
TV Guide Crsswords CD $19 
Take Your Best Shot CD $20 
Tang Chi CD $25 

The Infinity Machine $39 
USCF Chess CD $40 

Ultimate Backgammon $19 
Universal Neverlock $19 
Vid Gme Solution 2 CD $19 
Virtual Pool CD $40 

Virtual Vegas 2 CD $24 
Wheel of Fortune CD $31 


IBM WAR 


Allied General CD $43 
Battleground ea CD $42 
Byond Squad Leader CD $45 
Blue and the Grey $38 
CincPac: Midway $39 
Civil War: 1861-64 CD $38 
Custer’s Last Command $32 
D-Day:Amer Invades CD$39 
Defend the Alamo $19 
Drumbeat CD $42 

Fantasy General CD $44 
Fields of Glory $14 

Fifth Fleet CD $39 

Flight Commander 2 $38 

Gene Wars CD $44 

Great Naval Battles 4 CD$43 
Harpoon 3 CD $39 

Iron Cross 2 CD $39 

Last Blitzkrieg CD $41 
Operation Europe CD $34 
Panthers in the Shadows$42 
Panzer General $35 

Perfect General 2 CD $30 
Return to Falklands $28 
Road from Sumter 2 $29 

Rommel at El Alamein $36 
Seventh Fleet $36 

Sid Meir’s Civil War CD $58 
Sons of Liberty $15 

Stalingrad CD $39 

Steel Panthers CD $39 
The Pure Wargame CD $29 
This Means War CD $24 
USS Ticonderoga CD $33 
Victory at Sea CD $42 
WW 2: 1939-1945 CD $40 
War College CD $32 


Wargame Construction 3 $39 


IBM HINT BOOKS 


7th Guest 2: 11th Hour $16 
AH64-D Longbow $18 

Aces of the Deep $16 

Across the Rhine $16 

Alien Legacy $16 

Alone in the Dark 3 $16 

Ascendancy $16 

Bioforge $17 

Civilization Network $10 

Colonization $16 

Command & Conquer $16 

Crusader: No Remorse $18 
Cybermage $18 

Dark Forces $16 

Dark Sun 1 or 2 ea $12 

Death Gate $8 

Descent $16 

Discworld $16 

Doom 2 Survival $12 

Dragon Lore $16 

Dungeon Master 2 $16 

FIFA Intrntn’l Soccer 96 $18 
Fade to Black $18 

Fantasy Role-Playing $16 

Fleet Defender $16 

Frankenstein $16 

Full Throttle $16 

Gene Wars $18 

Gobliiins 2 $10 

Harpoon 2 $16 

Heart of Darkness $16 

Hero of Might & Magic $16 

Jagged Alliance $18 

Jet Fighter 3 $16 

Journeyman Project 2 $16 

Kingdom: Far Reaches $12 
Legend of Kyrandia 3 $12 

Leisure Suit Larry 6 $10 


IBM HINT BOOKS 


Lemmings Chronicles $12 

Lords of Midnight $16 

Magic Carpet 1 & 2 $18 

Magic the Gathering $10 

Master of Magic $16 

Mechwarrior2 $16 

Menzoberranzan $12 

Metel Lords $16 

Microsoft Flight Sim 5.1 $16 
Monty Python’s Waste $12 

Noctropolis $12 

PGA Tour Golf 96 $18 

Panzer General $16 

Phantasmagoria $16 

Prisoner of Ice $16 

Riddle of Master Lu $16 

Riftwar Legacy $16 

Rise of the Triad $19 

Roleplaying Companion $19 
Romance 3 Kingdoms 4 $16 
Simlsle $16 

Space Quest 6 $16 

Spaceward Ho! $10 

Star Trail $18 

Star Trek TNG: Fnl Unity 
$16 

Star Trek: Judgement $12 

Stonekeep $16 

Tek War $16 

Terminal Velocity $16 

Terra Nova $16 

The Darkening $18 

This Means War $16 

Thunderscape $16 

Total Distortion $16 

Warcraft: Ore & Humans $8 
Warlords 2 Deluxe $16 

Wing Commander 4 $18 

X-Com: Terror Deep $16 
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Call NOW to Order 800-699-4263 
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‘UNDER A 
KILLING MOON’ 

Transports you 
to the virtual 
world of the 
feisty detective 
Tex Murphy. New 
features allow 
you to save and 
splice scenes 
together. An 
amazing level of 
detail & freedom 
of movement 
make this game 
visually and 
aurally stun¬ 
ning. CD $29 


IBM BUNDLES ■ IBM BUNDLES 



‘TOWER’ As a 

tower controller, 
you handle realistic 
aircraft takeoffs and 
landings, as well as 
aircraft ground 
movements 
through a 360° 
degree panable 
out-the-window 
view. Based on 
FAA and Transport 
Canada training 
simulation soft¬ 
ware, Tower takes 
you into a world of 
authority and resp¬ 
onsibility. CD $44 


‘BATTLECRUIS¬ 
ER 3000 AD’ A 

spaceflight 
simulator, con¬ 
quest and 
exploration 
supergame. 
Battlecruiser 
combines strat¬ 
egy, space 
combat simula¬ 
tion, and 

resource man¬ 
agement all in 
an exquisitely 
detailed and 
expansive 3-D 
universe. CD $45 
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‘GANGSTER 
COLLECTION’ 

This collection 
of three 

American Laser 
Game titles con¬ 
sists of Crime 
Patrol, Who 
Shot Johnny 
Rock and Drug 
Wars. These 
three action 
packed games 
are sure to give 
you hours of heart pounding play time, with everything 
from battling a variety of criminal elements in Crime 
Patrol, a gangster whodunit in Who Shot Johnny Rock, 
and targering a illegal drug ring in Drug Wars! CD $23 


CH PRODUCTS 
PRO THROT¬ 
TLE’ You can 
easily master the 
skies with this 
authentic left- 
handed throttle, 
modeled after the 
throttle found in 
the F-16 jet. 
Featuring 20 pro¬ 
grammable func¬ 
tions, Pro Throttle 
has 4 four-way 
switches and 4 push buttons, to give you access to a full 
range of combat features. In addition, the throttle’s for¬ 
ward and backwark slide motion provides accurate 
engine control. Three year warrenty! $75 


IBM BUNDLES 

t 

PLAYSTATION 

i 

PLAYSTATION 

i 

SATURN 


Aces Collection CD $48 
Aces over Europe, Aces 
over Pacific, Red Baron, 
Tank Killer,A-10 Tnk Killer 
Atari 2600 Action Pk ea $25 
Boxing, Fidhing Derby, 
HERO, Seaquest, Chopper 
Command, Freeway, Sky 
Jinks, Cosmic Commuter, 
Kadoom, Frostbite, Pitfall, 
Spider Fighter, Crankpots, 
Gramd Prix, River Raid 
Attack Stack CD $28 

Journeyman Project Turbo, 
Novastorn, Doom 1, 

Chaos Continuum, Spectre 
VR, Lemmings Chron, St 
Fighter 2, Crystal Caliburn 
Bullfrog Compilation CD $22 
Theme Park, Populas 1&2, 
Power Monger, Syndicate, 
Magic Carpet Demo 
Cards, Puzzles, Words $25 
Comedy Collection CD $19 
Bally Hoo, Bureaucracy, 
Hollywood, Nord & Burt 
Definitive Wargames CD $28 
Decisive Btles of ACW 1 -3, 
Gold of America, Conquest 
of Japan, DDay Battlefront, 
Global Domination, When 
2 Worlds War, Reach for t’ 
Stars, Btles of Napoleon & 
26 Scenarios, Sward of 
Aragon,Warlords,Wrgame 
Cunstruct Set 2 & 40 Sen 
Fantasy Collection CD $19 
Gangster Bundle CD $23 

© 1995 CHIPS & BITS, INC. 


EA Top Ten Pack 2 CD $29 
PGA Tour Golf, Indy 500, 
Hero’s of 357th, Shadow- 
caster, Kasparov’s Gambit, 
Starflight 2, 7 Cities of Gold, 
Grand Slam Bridge, Jordan 
In Flight, Wing Cmndr Dlx 
Jungle & Desert Strike $29 
Masterpiece Collection $28 
Mile High Club Bun CD $26 
F-16 Falcin, FA-18 Hornet, 
F-23 Black Widow, MiG 28 
Fulcrum, F-14 Tomcat, 

B-52 Megafortress 
Mystery Collection CD $19 
Casino Master, Software 
Toolworks, World Atlas V4, 
Spftware T-works Presents 
20th Cent.Almanack,Sports 
Cardshop, Great Naval 
Battles, Earth Invasion, 
Megaflux Runners, 
Chessmaster 3000 
PGA Golf / World Tennis $19 
Police Quest Anthology $48 
Populous 2/Powrmonger$15 
Science Fiction Collect $19 
Star Control (1&2) CD $19 
Take Ten CD $32 

Dagger of AmonRa,Evasive 
Action, Cookbook USA, 
Might Magic 3, T Landry 
Strat FB, CD Blaster, 
Publisher’s Paradise Lite, 
Humans, Reader Rabbit, 
Casino Pack 1 

The Archives CD $27 

War at Sea Bundle CD $25 


Ultimate Family Games 

$24 

3-D Soccer 

$44 

Subscription CD-Rom 


3-Decathlon 

$52 

Today, 2 CD’s ($15 Value) 

3D Baseball ‘95 

$54 

Ultimate Gme Collection $27 

Basketball 

$52 

Ultima 1-6, Space VR CIsc, 

Big Bass World Champ 

$52 

Jet Fghtr 2, Quantum Gate, 

Boxing 96 

$52 

Space Warlock, Spear 


Descent 2 

$52 

Destiny, 2 CD’s ($15 Val), 

Destruction Derby 

$54 

PC Gamer Subscription 

Double Header 

$52 

Zool Bundle (1&2) CD 

$19 

Entomorph 

Extreme Pinball 

$52 

$49 

$52 

IBM BUDGET 


FIFA Internat’l Soccer 96 



Frank Thomas Baseball $52 

Battles of Destiny 

$12 

Front Page Ftball Pro 96 $58 

Champions of Krynn 

$12 

Front Page Baseball 96 

$58 

Cyber Race 

$8 

Hardball 5 

$54 

ESPN Sports Shorts 

$9 

No Mouth & Mst Scream $52 

Falcon 3, Scenario 1 

$12 

Jumping Flash 

$54 

Grandest Fleet 

$12 

King’s Field 2 

$52 

Hand of Fate 

$12 

Madden NFL 96 

$52 

Mullenium 

$6 

MagBall 

$54 

Origamo 

$12 

Magic Carpet 

$52 

Power Hits: Sports 

$9 

Minnesota Fats Pool 

$52 

Precision Approach 

$9 

NBA 96 

$52 

Return of the Phantom 

$12 

NBA In The Zone 

$44 

Rules of Engagement 

$6 

NFL Full Contact Ftball 

$44 

Seal Team 

$12 

NFL Game Day 

$52 

Shadow Sorcerer 

$9 

NFL Quarterbck Club 96 

$52 

Solitares Journey 

$12 

NHL Hockey 96 

$54 

Star Legions 

$10 

Panzer General 

$52 

Tales Magic: Prophecy 

$9 

Power Sports Soccer 

$54 

Ultrabots Sanction Earth 

$12 

RazorWing 

$54 

VVictory Market Garden $12 

Road Rash 

$54 

VVictory Velikye Luki 

$12 

Romance 3 Kingdoms 4 

$58 

VVictory Utah Beach 

$12 

SimTower 

$52 

War on the Lance 

$9 

Solar Eclipse 

$54 

Warlords 

$6 

Super Formation Soccer $52 

World Circuit $12 Syndicate Wars 
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$52 


VR Baseball $56 

VR Basketball $56 

VR Pool $56 

WarHawk:Red Mercury $54 
Warhammer Fantasy $52 
Werewolf: Apocalypse $66 
Wing Commander 3 $52 

X-COM: UFO Defense $52 


3DO 


AD&D Slayer $52 

Carrier: Fortress at Sea $52 
Chess Wars $48 

Cyberdillo $52 

Deadly Skies $52 

Foes of Ali $52 

Jeopardy $49 

Madden Football $49 

NHL Hockey 96 $52 

Need for Speed $52 

Olympic Basketball $54 
Olympic Multi-Sport $54 
PGA Tour 96 $54 

Pagoda of Puzzles $54 
Panzer General $42 

Penn & Teller $52 

Quarterback Attack $54 
Rock & Roll Racing $48 
Shred Fest $54 

Slam & Jam Basketball $52 
Space Hulk: Vengeance $52 
Star Fighter $54 

Top Gun $54 

Virtual Stadium Baseball $54 
Wing Commander 4 $56 

Wing Nuts $44 

World Cup Golf Pro Ed $48 


Center Ring Boxing $52 
Cyber Speedway $62 

Descent 2 $52 

FIFA Internation’l Soccer $52 
NBA Jam Tournament $47 
NFL Full Contact Ftball $44 
NFL Quarterbck Club 96 $52 


NHL All Star Hockey $59 

PTO 2 $58 

Romance 3 Kingdoms 4 $58 
Theme Park $52 

Wing Arms $45 

Wing Commander 3 $59 

Zoop $44 


CDI 


7th Guest $52 

Axis & Allies $44 

Lemmings $32 

Myst $44 

Star Trek Generations $26 
Voyeur 2 $52 




INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain¬ 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub¬ 
ject to change or cancel¬ 
lation without notice. 
Valid from 1/1/96 to 
2/28/96 or while supplies 
last. Quantities limited. 


SPLUS296P6 








































More Propeller Heads Out There 

Dear Editor, 

First off I would like to say thanks for a 
great magazine. I have them going back now 
to 1991. I finally subscribed and find your 
mail order service as efficient and up to date 
as the magazine. Anyway, I am sort of reply¬ 
ing to your comments made in September 
1995 (late I know) regarding what we want 
to see in the magazine. I have the December 
issue in my hands and must congratulate you 
on the new format. There is certainly noth¬ 
ing I would like taken out, but I really do like 
the highlights on technology you do every 
now and again. Being a technical manager for 
a large PC wholesaler here in Oz I love to 
keep up to date in everything that goes on in 
the industry. I think the lure of something 
newer and faster coming out is what keeps 
the industry rocking along and a dedicated 
column on the latest hardware, both main¬ 
stream and unusual, would add to an already 
brilliant magazine. I think you could keep the 
information fairly technical in keeping with 
the adult tone of the rest of the magazine 
(even at the risk of being called a propeller 
head again). I think that while a lot of people 
may not understand what it really means, 
they will ask for it and eventually the incredi¬ 
bly expensive option becomes mainstream 
because of user demand. Final question: what 
happened to your bug patches/fixes column? I 
found that really handy to have available on a 
monthly basis. 

Sincerely, 
David Baker 
Melbourne, Australia 

Dear David, 

Thanks for the nice comments! The key point 
on the hardware/technology column is “now and 
again”We feel that it would be a disservice to 
force a regular feature into the magazine on 
this aspect of the industry, as major technologi¬ 
cal changes and/or advances tend to happen 
intermittently. It’s a lot better to provide the 
good information strategically at the point 
where it's most relevant than to keep up a reg¬ 
ular column that too often has to turn into filler 
for want of anything really important to focus 
on. Then, too, we make no pretensions to hav¬ 
ing full-scale, objective testing resources to base 
any hardware recommendations on, and in 
hardware, unlike in software, there are objec¬ 
tive, testable qualities that readers should be 
informed about when they’re given recommen¬ 
dations for same. We therefore leave that kind 
of analysis and reporting to those who really 
have the resources and equipment to provide 
quality information, and refuse to make any 
pretenses at doing same, at the risk of mislead¬ 
ing our readership. In any event, we will contin¬ 
ue to provide hardware features when appropri¬ 
ate, and when we feel we can be truly informa¬ 
tive on same. 

On your last point, look to Interactive 
Entertainment as the resource for bug patch¬ 
es. One of the advantages of a CD-ROM medi¬ 
um is that you can have not only the reference 
but, ideally, the actual fix on offer, and you’ll 
find that’s a regular feature of the latter. - Ed. 


Context is Everything 

Dear Splus, 

I continue to enjoy your magazine, but 
would love to have you take a more compar¬ 
ative approach in your features and review¬ 
ing. There’s nothing as helpful as having a 
new product contextualized by reference to 
the work that’s come before; and, even more 
importantly, it’s really great when you can 
offer a full-length, in-depth comparison 
between a bunch of contemporary releases in 
a particular genre. Here’s my vote for seeing 
more of both in the pages of your magazine. 

Barry Fenton 
Cody, Wyoming 


Dear Barry, 

We have offered such in-depth, comparative 
articles in the past (on flight simulations most 
recently), and hope to do more of the same in 
the future. Waves of software releases lend 
themselves to such an approach, and we try 
our best to have the space and timeliness to 
put together such features when it’s deemed 
most useful. 

Unfortunately, given the rapid growth of the 
industry overall and the pressure to continue to 
try to provide coverage for a veritable ocean of 
software, the space we have to do the kinds of 
longer, in-depth reports we used to do has 
shrunk drastically. We therefore can’t promise 
we’ll be able to go into as much detail in the 
future as we have done in the past It’s a reality 
enforced by the current scheme of things more 
than anything else. Thanks for your comments, 
though! - Ed. 

Sims are all crap 

Dear Steve Wartofsky, 

I’m tired of the industry’s continuing half¬ 
hearted efforts to provide what are quite 
optimistically named “simulations”on the PC. 
As a physics research scientist I have to say, 
even with a P6 and 64MB of RAM and virtu¬ 
ally endless hard disk space, the resources 
available on a PC to do a professional simula¬ 
tion are still radically limited. From my point 
of view, the main surprise with most simula¬ 
tions for the home audience is that they actu¬ 
ally achieve as much as they do; certainly any¬ 
one involved in real-world simulation for pro¬ 
fessional purposes, though, isn’t fooled by the 
misnomer “simulation” when they see most 
of what passes for same on an IBM. 

On the other side of the coin, I have to 
wonder whether aiming for “simulations” in 
the home is really a worthy endeavor for 
software designers. The best “simulations” 

I’ve seen so far for the IBM PC have been 
things like Sim Life and Flight Simulator; 
and my impression is that neither of these 
have proven very entertaining to the majority 
of the people out there who’ve bought them 
to bring them home (Sim Life is a great 
teaching tool though, by the way!). I think at 
best that designers for the home PC hard¬ 
ware base should shoot for is a “you are 
there”approach to simulation (as they’ve 
already done in the most entertaining 
designs), and focus on providing as much as 
they can to make the player feel like they can 


participate consistently in whatever real- 
world phenomenon or historical/fantasy situ¬ 
ation is being referred to in the overall 
design. That way, the focus can be on provid¬ 
ing the player continually interesting things to 
do and enjoy, and all the brou-ha-ha about 
“realism” can be uncovered for what it really 
is, i.e. too much barking up the wrong tree in 
a technological situation where what’s 
desired can’t really yet be offered. 

Give the industry another 6-7 years or so 
and this will probably change; but for now, 
people working on upcoming simulations 
should really concentrate as much as they 
can on the fun factor and only do as much as 
is realistically possible with the limited 
resources of an IBM to provide enough ele¬ 
ments of “simulation”to stay interesting - 
without trying to fool anybody about what’s 
really possible. 

Thanks for listening, 
Ellen Sharnoff 
Boston, MA 

Dear Ellen, 

What a great letter, thanks! As someone who 
focuses on simulations for Strategy Plus I’d have 
to argue that yes, in some technical ways you 
might be right as to what can ultimately be done 
with current hardware; but that on the other 
hand, at a time when at least two current air 
combat simulations are shipping with what is 
essentially a fully-realized geographical mapping 
of real-world terrain data (no mean feat), and 
when at least one other flight simulation can lay 
claim to operating effectively and (mostly) accu¬ 
rately within the parameters of a real-world 
flight and weapons performance specifications 
outline, it would be valid to say that yes, realistic 
simulation is possible on an IBM PC, even if with¬ 
in certain limits. It’s true that for the most part 
designers are providing more the illusion of real¬ 
istic performance rather than a fully-fleshed out 
complex modeling of same (despite the frequent 
claims about doing the latter), but if the illusion 
works, why criticize it for not being completely 
accurate (unless of course you’re trying to work 
with the model to provide serious, scientific 
and/or professional results - don’t play the excel¬ 
lent game Capitalism, for instance, to make 
decisions about how you’re going to trade on 
Wall Street unless you’re a serious maverick, for 
instance)? It’s like the argument about artificial 
intelligence modeling - do you start with a model 
that is intelligent or one that acts as if it were 
intelligent? The latter has produced more useful 
results of late, despite the fact that it could tech¬ 
nically be considered “not real A!,”- and if the 
results eventually lead to something that is Al, 
well then, it would’ve been a shame to stand too 
firm on the theoretical differences in the first 
place if it had prevented that from happening, 
eh? Thanks in any event for writing in. - Ed. 


If you’ve got something 
to say — say it! 

Write to: Strategy Plus 
P.0. Box 5692 
Burlington VT 05402 
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| Strip Poker Professional 

CD-ROM Volume II 
Is Now Available! 
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Strip Poker Professional CD-ROM 

Settle in for a sizzling evening of STRIP POKER as this unique 
program pits your poker skills against Erika, Lana, Sherry and Claire. 
The more chips you win, the more they take off! Our latest enhancements to 
Volume II of this computer classic include all new opponents and our 
unique Random Play feature - your opponents have up to three 
different outfits and there are many different poses at every level of 
play. The computer selects outfits and poses at random. Every time 
you play the game, you get a different sequence of images. With an 
average of over 60 poses per opponent, you will never lose interest 
even when playing the same opponents over and over again. And, of 
course, the graphics are our state of the art CCG 800x600 SuperVGA 
Graphics. And using the latest in CD-ROM technology, we are able to 
include an additional 24 opponents on this CD-ROM! They are available 
in groups of four and can be economically and conveniently ordered and 
immediately unlocked by placing a toll-free phone call! Requires CD- 
ROM drive, 4 Meg RAM, Super VGA Graphics Card and monitor. 

IBM CD-ROM Volume II: $54.95 
IBM CD-ROM Volume I: $49.95 

New Rev B Disk Version! 
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CD-ROM version features hi-res Super VGA 
graphics using our Crystal Clear Graphics! 
Random Play provides different outfits and 
poses every time you play! 



CD-ROM contains 24 additional opponents 
who can he purchased over the phone by 
calling a toll-free number. 


We have updated the disk version of Strip Poker Professional with 
three brand new opponents: Janet, Sally and Carolyn, using our CCG 
graphics. 640x480 screen resolution. Requires Super VGA. 

IBM Strip Poker Professional Rev B: $49.95 


Strip Poker Data Disks 

Add more opponents to your STRIP POKER Disk collection! Each 
data disk has two new opponents to play against. Data Disks 1-14 
(CCG graphics) are now available. 

DATA DISKS are $24.95 each. 



1844 Penfield Road, Penfield, NY 14526 
(800) 828-6573 • (716) 385-6120 

Reader Service No. 9 



Your hand 


Additional opponents are available for the 
disk version on optional Data Disks. 















































INTERACTIVE MAGIC PRESENTS 



The Real Strategy Game of Money, Power & Wealth 



21st Century 413 years* 
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Capitalism is tha ultimate 
business sim - combining all 
the excitement and intrigue 
of building a fast paced 
international business. If you 
like real-time strategy games, 
you'll love the constantly 
changing, dynamic challenges 
of CRPITRLISM... THE RERL 
STRRTEGY GRME OF MONEY, 
POLUER RND UJERL TH. 


Capitalism... "is good enough to make a 
convert out of Karl Marx himself." 
Editor’s Choice Ruuard 
- PC Gamer 


"... the ultimate business sim...” 
<-l 1/2 out of 5 stars 
- CD-ROM Today 


"Capitalism... succeeds in 
generating the excitement... 
and is fun to play.” 

- Strategy Plus 
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Checkout the CAPITALISM DEMO 


FTP:\\www.Enlight.com 
On CompuServe, GO GAMBPUB (Library 17) 
For more information call (919) 461-0722 
INTERACTIVE MAGIC PO Box 13491 Research Triangle Park, NC 27709 
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INTERACTIVE MAGIC PRESENTS 



You've Got Just Enough Time To Save The Galaxy ... 

If You Play Smart! 



Your elite ranger force is on a critical mission: patrolling 
the outer reaches of the galaxy. Like rangers of the old 
west, your primary responsibilities are upholding law and 
order, and protecting the galactic citizens. You're armed 
with the latest weaponry and flying the finest 23rd century 
starships. But time is not on your side! 



Shoot straight 


ftA2 mfe rno 






You're thrust into one life or death mission after another 

and you've got quick decisions to make. You can hyper- 
space across the galaxy to protect a distant base ... but 
will you have enough fuel to return to protect the closer 
ones? And how many enemy ships are attacking your 
other bases? Can you get there in time? 

A detailed galactic map helps you ID enemy strength and 
positions, as well as navigate through the galaxy to engage 
the enemy in one heart-pounding battle after another. But in 
Star Rangers, you've got to shoot straight and think smart. 
The citizens are looking for a hero .. .could it be you? 
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Think smart. . . 


MX 

MAGIC 


Save the Galaxy! 


PC CD-ROM 


To reach us: 

E-mail - 75162.1202@CompuServe.Com 
On Line - On CompuServe, GO GAMBPUB (Library 17) 

INTERACTIVE MAGIC • PO Box 13491 - Research Triangle Park, NC 27709 • Phone (919) 461 -0948 


©1995 Interactive Magic 
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Seen a good Civil War game lately?...We have! 



Introducing Volume II of the ground breaking 
■Battleground™ series of Historical Strategy 
Games! Featuring the innovative 'Battleview™ 
combat system.'Battleground: Gettysburg covers 
the three most crucial days of the American Civil 
War. Take control of Lee’s Army of Northern 
Virginia and whip the Yankees back to Maine 
or command Meade’s Army of the Potomac and 
repulse the l^ebel invasion. 

• Unparalled Historical accuracy 

• Stunningly detailed battlefield 

• Regimental-level units 

• Elegant, easy to use'Battleview™ interface 

• Play the 1st, 2nd or 3rd day or the whole 
three day campaign 

• Scenarios include: Culp’s Hill, Devil’s Den, 
Little Round Top, Pickett’s Charge and more! 

• Variable command control 

• Modem to modem and null modem play 

• Extensive combat sound and video clips 


The Battle of Gettysburg, July 1-3, 1863 



Actual Screens may vary 


Available from: Egghead, Electronics Boutique, Waldensoft, Comp USA, Borders Books, Best Buy, Micro Center, 

Media Play and other fine software dealers. 


To order direct call 1-800-211-6504 (orders only please) 

Give us a call at 410-821-7282 or contact us online at: CompuServe: GO GAMEPUB C • CIS: 75162,373 
• INTERNET: 75162,373@compuserve.com • AOL: Talonsoftl • TalonSoft P.O. BOX 632 Forest Hill MD 21050-0632 
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